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s every bit as good £ as de origin 
PC version! Now. you'll be able - 


to use your PS2 to play classic 


Deathmatch, Capture the 5 
Flag, Dominatic jn, and. 
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In this chapter you will learn of the basic controls, 
the opponents you will be facing, and the arsenal at - 
your Benel se this aoe to familiarize Baer 


4 imagined. | 


MASTERING TEE 
e CONTROLS 


Reset to defaults 1 


— Tournämeht. There: are various ae to use the con-_ ntiguration 


8 Horizontal Sensitivity men | 


trollers to your advantage, ; and, if you. hope to Et 
ecome a successful tournament contestant, you: [had 


E Keyboard and. Mous: (USB) 
Vak _ The USB Keyboard and Mouse combination works 
3 -best,-as the original. ‘Unreal Tournament was in fact _ 
„designed for the PC. While hooking: up a keyboard 
and mouse, feel free to “bind”, or map out, your 
keys according to your tastes through; the easy-to- 
_use configuration screen. Be sure to. change the sen-_ 
_sitivity on your mouse as needed. This will allow you 
_to feel rghte at home, with sour PS2! 


TOURNAMENT. 


MAIN MENU 


’ Options 


BiayStstion. 2 console will more tha ies ‚be your é 
number, one choice i in your ascent up the 
Tournaments ladder. They are equipped with- 
analog. sticks that will help you navigate your wa 5 
through ‘this three- dimensional environment, as well 
as the right amount of keys to allow easy. access to 


Right Handed 
Eer or — 


Invert Y 5 
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_all the functions. Bei ij ee THE CHARACTERS 


There are really only: LN) main types of combatants 
you will have to worry yourself with in this game. 
Human opponents potentially offer the greatest 
challenge, as their talents will vary from individual 


to individual, bringing a new level of competition 
and unpredictability tosthe game. Luckily. ‘however, 
the robot opponents, (or: “bots”) are intelligent 


enough to give voie ge gee am, edes 


5 Biuman Opponents 

_Frag your friends. A game of Unreal Tournament, 
in whichever of the-four types of-game,; is. just. as. 
much fun for one person as-it is-for two or moré. — 

-_You will also notice. ‘that human opponents \ will help 

„sharpen your skills faster, ‘and offer a greater. chal_ 
lenge as you learn from one another. i 
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| … Multiplayer 4 


WEE 4 


eK. 


PEA aad mind when ane a über opponent 
that they are vulnerable to the same disadvantages __ 
_as you. They have a blind spot that varies RoN 
on the weapon that they're using as well as their … 
k particular style of play. They're also restricted by de. 
_same rules as you are. Gravity, momentum, and of 


a kens 


_course biology all come into play. This, in turn, 
means: push them over the edge, even into 
sl 


“Attack”, “Defend”, sretlow. 
: _ Position”, 


; The Computer 


ES Unreal Tournament sports some of the most inter- 


active and. intelligent bots that first person shooting 
ke ‚has ever introduced. They will guêss where you are …— 


going, cut you off. at the pass, block your. escape AS 

routes, and even have advanced: team enn 

Team. members tan accept lowe” ands such AS 
and Shlolg: this 


Övercolhing the computer is no short order wle 
you delve further into the game. Climbing up the — 
ladder in the single player tournament will have you 


—_ ultimately facing Xan — the current champion of the _— 
_ tournament. Along the way, you. will fight skill levels _ k 


ranging from novice all the way up_ to god- ike. 1: 
hope you're HE for the chahtettgne SER 


KUS. 
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G AME PL AY OPTIONS _ Every DeathMatch has an upper limit of frags set. 


is, setting ij the, imate goal that the contestants. 
ing: very kill against an enemy 


Unreal. Tournament sports some varying ‘styles’ 
play for-those who might get bored of. the-regu 
__DeathMatch type scenario: While they are al 
primarily-focused on death and destruction, the 
__goals will vary greatly, and the strategies you 
\ aa: ad need to be e adjusted accofding|y 


N í Capticdiihe Flag he 
Assault 


DE| Mutators) Ki 


LL arenas you are in will contain different iëvals: 
/eapons, power-ups, and enemies, so make sure 
EE to become a master of each domain by brushing. up 
____on the maps in the DeathMatch Area spat: 
Strategies chapter. 


is set 
ter 


The. Senn Áo 
this. type of gam tyle br Cite ds ge AdhSnS 
5 any eh with a en oe A _p omination Ad A 5 
This type of game will have you coordinating a 
team of varying size into capturing various command _ 
points within the specified environment. Each com- er 
__ mand point you capture will generate a point every — 
_ five seconds. Your goal i is to reach the designated 
_ limit (usually 100, 125, 150, 175 or 200 of “command 
__points” to be earned nd it's up to you and your 
“team to make sure tha vol re the ones gb: attain - 
the goal first. / 3 


With weaponry and power-ups varying from map _ their flag. If the team is successful in retrieving the 


_ to map, you'll.need tocheck out the Domination ___ flag and returning with it back to their own base 
“Area specific strategies to,come out ahead of your three times, the team will win. However, in order to 
‘friends and foes in: Ris ehh variant of nreRE: succeed, their flag must net have „been allows. to be Ea 
je b _ „Captured. 


This style BE play, ich like Assault and. jd 
% Domination, gives you the ability to use a Khel: 
—to-fulfill your objectives. However, keep in. mind that 


d | after obtaining the enemies flag, translocating wi, 
team must lin the other team Ban a ae: Or force you to drop the flag — so beware! 


À objective point, while the secorid team must attempt d 
to breach their security: and fulfill their aides ; oh 


SINGLE PLAYER — 


As a twist, the second team must do thisina. Single Player in Unreal Toufnament i is Kcörpriaad of all 


certain amount of time, or fail. Upon completion … the game types. There are several levels of DeathMatch,* 

_{within under the time limit specified), the roles Domination, Assault and Capture The Flag. Upon com- 
reverse, and the second team now becomes the first, pletion of all of these and receipt of the appropriate 
attempting to push out the invading team getor. __ trophies, you will be able to enter the “Champion” part 
their previously recorded. time is broken. 5 _ of the game, where you will have a few rounds of 


__DeathMatch against some. high- intensity bots. 
_ Eventually, it will lead up to an all out fragfest against — 
the current champion of the Tournament = Xan! 


will pit two teams against each bet in an attempt 
to plunge deep into the opposing base to retrieve 


THE WEAPONS 


„This section not only outlines. each. of the 


É The difference that the Impact immer aftords is 
the ability to charge up and “Hammer-jump” from 
the floor. Point downwards. after having charged up 
„your Hammer, and. simply jump. You will leap iloher 
then ever before. This. comes. ata partial cost of your … 
life, however it ‘may be necessary when trying to get _ 

—_ certain items. The Impact | Hammer will also double as — 
_— a “deflector” for various weapons if you're lucky 
L e ust right. However, trusting i in this 
might be slightly sul cidal, ‘but should 4 youfeelthe 
need, deflect an incoming attack by using the sec- 
___ondary weapon. rg ad on the Hammer en time 

_ your maneuver rit right! bel 5 


weapons isthat they r mu 
k short range. 


ik BN 


Kaf 


osrendstei, the ch: saw nly availabl 
j 7 during. the Assault mode. If yòu want to ha kand 
Ì ‘expect, with your primary we E ; slaan to ne vane you can haal do-it the 
forward and shreddir Le d 


pälveehnsnskunen neben to the other weapon zen 
This weapon should remain as a backup once you … 
have found another, because- it doesn't afford you EN 
__ much in the way of power, and the ability to strike __ 
enemies with it is reduced due to its small caliber. __ 


_subtracts from your accuracy, ut arlie u up a miúch: 
is faster rate of fire. When you a quire another __ 
Enforcer, this ability. will make a particularly large 
difference as it will immensely i increase the fury vou 5 
$ zt dsten. all who oppose you. 


“___Out of all your weapons, this weapon is often 5 loss in power. In the meantime however, anyone 
overlooked in the arsenal. It takes precision, care‚_____stepping on them or around them will succumb to 
and a particular style to use well, which very well ___ their explosive biohazard, 


may be ed itis page up forsèther\ wears Kahne 


While this in itself will not rival a good rocket — 


The Biorifle launches green sludge in a lobbing launcher, using the secondary weapon command to 
motion, covering anything it touches with a neon charge up your tank and release a giant shot of 
green slime. The clumps that land in the surrounding green goo on an enemy will sap them of all life — 


area will slowly fade to a darker green, signifying a regardless of whether they are wearing armor or 

not! If this ends up hitting the floor however, the 
goop will explode into several smaller chunks, so 
watch out! 


‚| 


This is one of the weaker weapons in the game, 


lancing out a bluish purple beam and striking ene- 
„mies ata distance. Its secondary fire shoots out a 5 


_ giant glowing orb that impacts with. more damage, _ 


Rij 


‘but moves at a comparably slower speed. 


É The niht lkeiseänd aa to „attemet ai the 
_ Shock Rifle is to do a “combo” attack. Fire a second- 
ary projectile at an enemy, and then fire its primary 


beam out at the projectile. It will result in an explo- - 


sion that is much larger then anything else this 


to aggravate other players as they loose frags. 


__weapon has to offer. It's particularly ideal for when 


you are sneaking up on hg” md En Which you 
aren't a padt of — yet. F 


Also, attempt to use the shock rifle to push_ 
enemies over edges. While it is not an incredibly 
powerful weapon, it tends to push enemies a great 
distance, which can be invaluable while attempting 


« 
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This little gun offers quite a punch. compared t to 
the Shock Rifle, and still offers a decent range. Use 
it's secondary mode to reach. enemies who are closer « 
to you and devastate them with a solid dose of 
green-beam- „goodness. Its primary mode i is less effec- 
tive and harder to aim, but offers more ‘control as it 
lashes out with a ad stream of Aen orbs. — 


In order to best opponents touting higher level 
weapons, you simply have to out-class them. Strafe 
around anyone willing to be liquefied and devastate 
them with the ability to keep your aim on their 
head, and the SengAGEn fire. pumping « out of your 
wagpon, 


sl x En REE 
on Try to use this to your advantage by 
nd in doing so, ca al ; ing t ades out at an angle, or along the 
frag. Aim for the head or neck, a on : side v ead of straight down. a löng corridor. 
aren't wearing a shield belt yo ü Hi B, 4 3 3 
give thema lobotomy - — an 


mest ET 

____Another viable option is the secondary fire of this. 

__weapon. While it does fire slower, it explodes « on 
impact instead of rebounding, and will bounce an 
opponent back. Don't expect it to rival a good rocket _ 
launching bot unless you've got the skill to back it 
up! Try nudging people off the edge with this tactic. - 


The Heien. with this- weapon nie fact that its 

3 blades lance out and ricochet from wall to wall caus- 

ing an immense amount of pain to whomever gets in 
their way. This means that it could potentially hurt 7 


The Minigun is a Bigood old: fashioned Câttihg-gün 
_ type weapon. It will churn. out bullets at an incredi- 


Whether you decide to go with the secondary 
mode (opting for a higher rate of fire, and losing 
accuracy) or the primary (staying true to the skills of 


2 miaekätkanshig’ over brute force), standard tactics still 
_ apply. Attempt a head long charge at an enemy onl 


if they have a weapon of inferior power, or none at 
all. Normally, opt for a circle-strafing battle in which 
you use your tape footwork to stay, out of their 
reach. ; - Ss 


The only thing you should keep in mind if using 
the secondary mode is to aim for the body. The shots 
are wilder, and get dispersed in proportion to your 
distance from the target. So stay close, and aim for 
the largest part of your enemy. 


One of the more interesting weapons in the game, _ they have time:to react, and at such close quarters, 
the Flak Cannon will disperse a large amount of there won't be much of them-left to warn the others. 
shrapnel out its front end, which is particularly lethal__ 8 k EE 
at close range. If you opt for its secondary mode of 
attack, the shrapnel will not be broken up before 
launch, and instead, will launch a grenade. 


The Ene mode will lob a grenade slightly 
ahead of you. Ideal for dropping a payload over a 3 
__cliff or edge of a building without being seen, italso 
comes in handy while fleeing an area. ‚Drop several 
of these items behind you as you run, to leave a 
slew of enemies lying at your feet. — 


The ananda. priinaky made éf this gun à is 5 iieeat 
for one-on-one melee type fights. Often, while using 
this weapon, you will run around a corner into an 
enemy mi suhprise him. Launch a flak burst before 5 


The most powerful weapon in this game, the 
Rocket Launcher will be a fan-favorite. Sporting two 
unique modes, one for straight- -forward rocket 
launching or grenade. launching, this ear isa 

“must have”. 


The primary mode of this weapon has some 
incredible features. Not only is there a “lock” mode 
(indicated by a beep, as well as you're crosshairs visi- 
bly changing to red) that will seek out your enemies, 
but you can also fire multiple rockets in one shot! 
Hold down your primary fire button in order to 
charge up some rockets in the chamber, and then 
release the button to spew-them out. You'll notice 
that they spread out, and will continue to do so as 
they travel. This is useful if you have a customer 
moving laterally toward you, however, if you have 
someone running directly away from you, say in à 
corridor or pipe, charge up your rockets in a similar 
manner, but hold down the secondary fire key in 
order to hed them i ina tight formation. 


The secondary mode will turn the rocket into a 
grenade of sorts, which bounces around until hitting 


“someone and will also-blow up on a timer. You can 


charge them up in a similar manner and deposit 
them on top of some lansugpestig heads, 


One thing to keep in mind is that this weapon is 


_not suitable for close range combat. The amount of 


splash damage generated would easily take out your 


‘opponent—however, it would probably take you out 


as well. 


similar 
AT 
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___ This weapon can also be used as a a hofmat 
weapon, the only drawback being its. slow rate of 
corner, a well protected. dead-eïid, or Somewhere fire, and its need for pinpoint precision. The bullet its 
where enemies can't sneak up on you, then start _ chamber houses is incredibly tiny, which lends itself. 
your killing. Be aware that you are vulnerable when ___to high velocity and an incredible amount of dam- 
using the zoom mode of the sniper rifle, as your __age. Take care while aiming, and you may find this 


peripheral vision is dihesas so kg gare to remain _to be pyonr weapon of hi 
alert! Arm B EN j ; « a 


B very straighttdrward sne dik knie, Rifle 
_ will act much like its name implies. Jide” in a dark 


The grand-daddy of all explosive type munitions, this camera mode, you yourself are vulnerable to 


the use of this hand-held nuclear missile can upset attack, so try and duck behind friendly lines in order 
the balance of any DeathMatch. The ability to guide _ to pull this one off successfully. N 


this giant behemoth of pain and destruction makes 
this weapon quite formidable, and incredibly devas- 
tating. N 


Killing Stee! 


aften 
Dn For you Olympic hopefuls out there, the Redeemer 


can be shot down while in the air. It's large size, and 
large smoke trail should be a good indication of 
where it lies, so heat up your sniper rifle and go 
This weapon has brute force written all over it. skeet shooting in style. If not, you'll be extra-crispy 
There isn't much strategy involved as it can be used when it lands. 
as a fire and forget missile once properly aimed, or 
can be propelled according to your direction while in 
its secondary fire mode. Keep in mind that while in 


While not truthfully a weapon, this little beauty 


„deserves special mention. As its name implies, it will _ 


offer a solution to getting to those hard to reach 

places. Fire a translocator discusing the primary 

weapon. key, and then use the secondary to teleport. 
“to where it tanale, 


You can use this ability in a inúititude of ways. The 


obvious one is to get into sniper holes which are too 
tiny to enter. Throw a disc into the desired area, and. 
you'll be able to teleport into the space (such as „ 
across the sub in the blue base in the map } 
“November”). Another useful function is the ability 
to jump higher than before! Shoot the disc straight 


up, and when you see the disc reach its highest point — 


in the arc, teleport to it, and then throw another disc 
immediately following. You can use this method to 
climb up impossible-to-reach areas Ue as going up 
the pipe. in the CTF map November, ' 


Ed 


The Translocator can also be used as a weapon, 
although not very successfully. Teleporting to a loca- 


tion where an enemy is waiting on top of your 


translocator disk will result in the enemy getting 
fragged. Unfortunately, there aren't- -too many bots 

or humans stupid enough to do. this, One thing wor- 
thy of note, however, is that if your translocator gets 
damaged, Teleporting to its location results ij a feng: 
id the Ope bees damages, itt 5 


CHAPTER 3: 
ÁIGH-(PPOWER 


STRATEGIES 
RE 


_ distinct differences from its PC counterpart. For one, …— 


zak ze = = 


Every gamer needs a few aces up their sleeve, and 
for that reason there exists a “High Power 
Strategies” section. In this component exist the lon 
„forgotten secrets of Unreal Tournament. revealed í to 
you in all their glory. RANK 


The PS2 version of Unreal Tournament has. some À 


there is an “aiming assistance” feature built into the 


game allowing for less aiming and more action. This —_ « 
makes weapons like the Shock Rifle and Pulse Gun ? 


much more effective in the PS2 version. 


Secondly, there are new controls as- well ‘The most 
important addition is that of the “auto-view” 


| function. This automatically moves your view to. the 


„ 


„nearest in-view enemy. Take advantage of this nice 
“little feature when you reach the higher levels. Kel 
„else you may end up as meat on the floor. This can. 
be accessed by pressing down on the right analog 
stick while you are in the default Configuration: A. 
Another new control is the “center-view” feature. 
Press down on the left analog stick and your view 
will center once again, no matter which’ direction — 
you were looking i in initially. * 


SURVIVAL STRATS 


® The most obvious strategy in Unreal 

Tournament is to stay alive. Achieving this, hoi: 
“ever, is often a greater burden then previously 

imagined. The main method to remain alive is to 
memorize locations of Health Vials and : 
Containers, Thigh Pads and Armor, ard, of 5 
course, the Shield Belts. Revisiting these areas to 
stock up when you're hurt will help sustain your 
lifeforce just long enough to go on n the fafnpade 
van ve always dreamt of. 


hd 
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® anotner conidet to practice is that of eliminat- 
Ke your opponents’ chances of survival. 
Parficulatly when battling only one opponent, 
such as Xan, you may wish to deprive them of 
access to health, or shielding. Because the Shield 
belt, Armor:and ‘Thigh Pads appear.only every so 
often, keep-a mental timer going, and revisit the_ 
“area before they have a chance to reach them * 
and restock themselves. In addition, if you have 
full.health and are not able to pick up a health 
pack with which to deprive the enemy of, use 
the Impact Hammers secondary fire against a - 
…_… nearby wall to injure yourself slightly; this will. 
__allow you to pick up the Re and depri your 
enemy of it. — 


_® Practicing the levels before hand. Biko makes a 
decent, if incredibly basic, strategy. Knowing 
the location of certain items, as well as simply 
mastering the craft of killing, will hone your 
skills closer and closer to perfection. In addition, 

_you will want to pick a control-type that is 
easiest for you to adapt to and increase your 
skill at (refer to the control section of basic 
strategies for more del). 


® Also, it is a good idea to formulate a route with _ 


‚which to frequent. Along this path, make sure 
to hit all the Shield Belt, Health, and Weapon 
“powerups thät you can find. Take.note of where 
== other players and bots are going so that you can 
learn of new items, as well as make them lose … 
_their ning, Riet ruiniig their pattern. rl 


RN RN En eed VEST 


| ©: lime is senda a Fe stiatdn partici: 


if you aim for that ever-loving sweet spot. the 
head. You will do a LOT of damage should’ you 
deal a successful blow to the head of an. oppo-_ 
nent, which should be more than enough reason 
for you to try and aim there. In addition, keep i in 
__mind that you will have to “lead” a lot in your 


shots. The speed of your shot and the distance _ 


your adversary has traveled in that space of. 
_ time should be accounted for when you shoot. 
RE tn Bek ‚as well as humans, can be predictable. 
RO 5 ki 


‚* 
‚* 
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TEAM STRATS 


@® Whether playing in the company of others, or 5 


. . . 


merely the company of bots, you will want to 0 
use the associative team capabilities in Unreal 
Tournament. By pressing your SELECT key (by 
default) you will be able to give orders to your * 

team of bots. However, for human players, the … 

only type of interaction you. will need to coordi- —__ « 
nate your efforts (or issue taunts, as it were) i is 
through direct voice communication. 7 


has 


Aryss is on Aline sproel spree! 


$ NE vs \ er, 


® Regardless, attempt to cóiral the enemy ij ke 8 a” e Á 


“sorry butt as you high-tail it home are key — 


' Chapter 3: 


putting your team to good use. Positioning 
members of the teams at ideal places, as well 
as issuing orders to storm a base or cover your 


ingredients to victory. Keep'in mind that these - 
strategies apply everywhere, so make sure to 
check out the strats for specific maps and 
situations deeper i in this guide. ND ut je 


0 Zi 


High Power Stra 
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© While the single player component to this game THE I-LINK 


„is rather large, a big factor in the re-playability The t-Link will support up to 2 PlayStation 2's on 

„of this game is the fact that you are able to chal-_ separate television screens, while still linking the 

“lenge a multitude of human or bot players at games together. This will allow a near-PC experience, 
—___any given time. The following section will give as every human contestant will have their own 


- Yen a cursory overview of the options available. individual view-screen to watch the event happen, 
DS _ without fear of someone looking on their screen and 
seeing where they are. 


Two Player 
Three Plaver 
Four Plaver 


ONE-SCREEN TACTICS j de 
Unreal Tournament supports up to four players on ei 
„one machine as well. While it doesn't change the 
_ game much over the I-Link version, the one differ- 
_ence you will notice is that the split screen will make 
your area smaller, and thereby make things more 
difficult to target. Also, in multiplayer scenarios 
where you are attempting to dominate your other 
human opponents, it may be hard to stay helder: 
ni and not teut your locatie, 


Not only that, but the larger picture will make it EN 
easier for you to be more precise in your targeting, 
as well as making it more personal. The only draw- 
back depends upon your setup in the area in which 
you are playing. It will be harder to express where 
you are to a tetammate (in-game) if they don't have a 
clear view. 


, Oe OAK 


Deathmatch is the traditional style free-for-all that OFFENSIVE 


makes first person shooters legendary. You enter the 


arena of your choosing with nothing but your trusty — _DEATHMATCH 
Impact Hammer, your Enforcer and your wits. Use in STRATEGIES 


your survival techniques in order to stay alive long Ee 
enough to rack up more frags then the other mem- This whole scenario is unlike Domination, Assault 
bers of this areria, and you'll emerge victorlaus., and Capture the Flag in that you must:simply head 
“out blazing a trail-of gore. Only through random acts - 
of violence will you persevere, but there are a few d 


HOW DEATHMATCH e 5 3 strategies that will help you dominate: 
WORKS Ken 


Entering-the slugfest that is pâatimatentwii 
— require you to have your instincts sharply honed or 
… else your nerves will be shot trying to keep up the 
5 pace. Deathmatch is host to some of the most mali- 
cious contestants in the game, and worse yet, they 
all have a desire to kill you, 


@ Use weapons with splash damage. The 
Rocket Launcher, Flak Cannon, Redeemer and the 
secondary fire on the Ripper are excellent choices 
in a Deathmatch environment, especially in tight 
scenarios with lots of walls or low ceilings. This 
way, even if you miss your opponent, you will be _ 
able to weaken them by hitting them.with 

__shrapnel and weapons fire. 


This scenario is all about the count-in-the end, the 
body count that is. In order to win this game you 
must meet the predetermined frag-limit before any- 
one else does. Increase your score one point ata @® 
time by picking on any individual that strays too 
close to the wrong end of your weapon, and use Rang 
means RO eedsar, to win the bout! 


‘ Run like crazy! Moving makes it hard for ene- 
mies to keep tabs on your position on the map, 
as well as making you a hard target to hit as 
you zig and zag. This will keep you alive and 
sharpen your accuracy as you struggle to main- 
tain aim on a arges while hopping around like 
mad. 


® Juice up! Make sure to-suck down as much © Run a pattern. If you establish a pattern, you 
health and Armor“as you possibly can. Your can learn the whereabouts of power-ups and 
adversaries will invariably put this strategy to Ket _— easily.know where to fall off your path in order 
“the test. The healthier and better protected you. to hit important items, and prime sniping/frag 
are, the longer it will has to elirlnate you in an areas. Also, note patterns that other bots and 


“even bat. î 3 > humans exercise, just-to see if you can assimi- 
; zeen 5 oe: late it into your style. Ne ie 


Oren en iede 
eep tabs on ere power-ups are ocated. : ies, 
Knowing a map can often tip the scales slightly DEAT HMATCH 
enough that you can retreat in time to reload STRATEGIES ze, 


and revive yourself, only to return seconds later 


and finish off your limping opponent! Make par- The game of Deathmatch does not seem to lend 
ticular note of Shield Belts, Armor, health, and — _ itself too readily to defense because you must - 
weapons of your favorite flavor! hen attempt to meet the kill limit the fastest to attain 


victory. That said however, you afe going to.want to 

limit the amount that you yourself get fragged and 

recover quickly so that you-can get back into the 
__swing of things! Take heed of several notes: 
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® Hoard. Try and take away all the power-ups 
that you can. The Shield Belt, Armor and Thigh 
Pads: these can all be taken even if. you are. 


_chock full at that point in time, so don't fiets 


in limiting the amount of items your opponents 
can collect! A nifty trick that some. people. exer- 
cise is to use the Impact Hammer’s secondary — 


fire on a wall in order to injure themselves, and 


then pounce on-a nearby health kit. Using a 


combination of these tactics, you will be able to 


dominate. 


„® Play chicken. Yes, yes, it doesn't coincide with 
what was ju' ted a bullet point before, but 
nonetheless, there will. come a time for it. 
“Should. you encounter an enemy with a Rocket 
Launcher or Redeemer in their hands, you will 
always have the’ ‘option to charge. right up in 
their face and taunt them into using it. Should 
_ they fall fot it, it will result in your destruction, 
“but if they do not have much life left, they also 
will perish. A-good way to not give up a frag — 


but use with care! 


© Don't play too gutsy. It's one hin to- go 
“Rambo into a room when you are.stoked up 
_ with ammo, armor, and health, but attempting 
„to combat someone with practically no health 
“and/or little armor will make you frag bait. 


Don't feel-ashamed to retreat and stock up only 


„to conquer that Ben SRROEEDES a little, lafer 
„than planned! 8 


© Distraction often works. Offer up another 


dance partner if you're sick of two-stepping 
with the same opponent. Lean over and gently 
send an invitation with a chirp of weapon's fire 
to signal it's their time. Then slowly make your 
exit as the two get close and intimate. This will 
result in a little time to revitalize, or even prey 
on the both of them! 


THE DEATHMATCH 
ENVIRONMENTS 


_Inthe tournament, or even in multiplayer or prac- 
tice modes, the arenas you face will seem to take on 
_a life of their own as they help or hinder you. You 
will need to become intimately aware of locations 
for power-ups, as well as each bend and twist in 
every map. Use this section to empower you with 
the knowledge of tips and key power-up locations. 
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In the main part of the ship you will find some 


cargo boxes. Inside one of them you'll find the Flak 
Cannon. This will invariably come in handy as you 
will often times find your enemies popping around 
the corner in a tight turn and you won't be able to 
use a high power explosive like the- Rocket 
Launcher. You may want to keep this one your pri- 


c Si 


mary weapon at all times. 
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In the cargo hold you'll find thin, exits. The one to 


the right holds a Rocket Launcher, the one to the 


left some Rocket Launcher Ammo. There is a small 
tunnel corinecting both these rooms lying under- 
neath the middle exit. This exit simply contains a 
room with a pillar in it, and two Health Reeks; on 
either side. 
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In the left and right rooms, you'll find a Health 
Pack waiting at the top of each ramp. These ramps 
lead up to a final room that connects all three areas 
yet again. This room contains the Shock Rifle and 
some Ammo. 


Kd hock Rifle. 
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This level is hard to dominate in any way. The two 
powerful weapons (the Rocket Launcher and Flak 
Cannon) are separated and their locations contain 
multiple entry points. Try a roving path containing 
the locations of the ammunition, the Rocket « 
Launcher and the Flak Cannon in a triangular perime- 
ter and hope to bring your enemies to their knees. 
Only through denying them the high power 
weapons and staying frosty will you persevere. 
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You'll want to scurry quickly over to the area with 
the tread-marks on the-ground where you'll find the _ 


red tool cabinet. Therein lies a Flak Cannon hidden » 


behind some crates as well as'some Body Armor 
you can hop up to (using the small crate as astep- « 
“ping. BRE) elke some Ammo. 4 


Right next to this area is another similar loading 
bay, with a Shock Rifle lying on the area bridging 
them. In this area, you'll find a Pulse Gun and a. 


Rocket Launcher hidden behind the crates against _ 


the wall. To get the Rocket Launcher you'll need to 
use an explosive device (or Impact Hammer) to 
Rocket/Hammer-Jump up. To do this, charge up the 
weapon or hammer, aim it at the ground and press 
your jump button instantly after releasing it. This 
will cause you some physical oade so be sure you 
KENG speaah health. Er 
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Once getting the Rocket Launcher, there is a crate 
in the same room that can be blown open. Aim a 


_tocket at it and watch the door fall off. In it you'll 


find a rocket pack as well as a Big. Keg O’ Health! 
Truck on: up to the center of the playing area, a place - 
where there are Thigh Pads in the middle as well as 


two slightly elevated areas to your sides. This is 


where the largest part of the battle will ensue, as 
well as in the pennen areas. 


It is important to get the Rocket Launcher early on. — 
This will open up the Big Keg O’ Health, and also 
allow you to get more rockets easily without having 
to do an Impact Hammer-jump all the time. Once 


_ there, you'll be able to freely decimate your oppo- EN 


nents wherever they stand. Run a pattern between 
the Keg O’ Health and the Flak Cannon by taking the — 
long route and you should make it in time to pulver- 

ize a few people who stray too deep onto your turf. 


. . . . 


Remember that there are also normal sized Health 
Packs available. There are two in the main room and 
one on either side of the central area. Also, there are 
vials littered everywhere, so be sure to use them fre- 
quently! 
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Invisibility is one of the greatest advantages this 
map has to offer. li sis hidden in one-of the rooms 
with a floor grate, only a few levels higher. The spe- 
cific room you're looking for has the slanted ramp 
above it. To:reach it, climb the stairwell located at 
oneend and proceed to the ramp. There's a Pulse 
Gun and some Ammo en route to the right. 


Once up the ramp, you'll see a Minigun dead 
ahead and an open grate. In the open grate you'll 
find some Body Armor. Take it, and back out of the 
grate. If you position yourself where the Minigun 
appears, there is a hidden chamber directly to the 
left and up where several Health Vials, Ammo, and 
Invisibility are located. To get to them, you must 
Rocket/Impact Hammer jump. 


Falling down from the chamber, you can find a Scoop up the Cannon and continue onwards You'll 
_Sniper Rifle in the bottom floor (where the grate pass a Biorifle on your way to another fork. Taking 
is), atthe opposite end from the staircase-you scaled. _ the left fork will bring you to some Thigh Pads, and 
‘earlier. Sone people may wish to use that in combi continuing straight ahead will royeal a Rocket 

_nation with the hiding spot that Invisibility af ords Launcher. 
“and snipe anyone coming by. However, N - 


itself will allow you to romp free ely w a 
mal chance of being detected - — so you | would be Spt 
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You'll want to attain the Shield Belt immediately; 
it will give- you an incredible amount of defense 
agaïnst attacks. It resides on a bridge just above the 
central magma flow. Aim for the room with the two 
staircases perpendicular to eachother and take the 
one:on the right, On your way you'll find a Flak 
Cannon, and finally, your first left will reward you 
with a narrow bridge that (hopefully) contains the 
Shield Belt. : 


Across that bridge is a room with a Ripper and a 
Sniper Rifle. In that same area-is a Biorifle that is 
up against a lift in another room. Pick them all up if 
you haven't gotten the Rocket Launcher. 


The Rocket Launcher itself is hidden in a differ- 
ent part of the Codex. If you return to the room with 
the two staircases and back out through the door on 
the lower level to the right, you'll come to a lift 
which will take you up to this wonderful weapon of 
mayhem. From there you can stock up on Ammo 
and even some Health Packs if you need them. 


Invisibility will help you immensely in this level. 
Where do you find it? Just shoot the pillar near the 
Sniper Rifle and you shall no longer be seen. 
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Also relative to the staircase room is a bit of 
Armor that can be found if you take the left exit. If 
you take a sharp right outside the door, you'll find a 
Pulse Gun and some Ammo. Also, the Minigun is 
beneath you one level to the right along with some 
Ammo. Straight ahead on that lower level, you'll 
find the Shock Rifle. 


Shock Rifle 
Milne Gun 
Minigun 
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This level will see the majority of its fighting tak- 
ing place in the room with the staircases. It's best if 
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The Flak Cannon will also be of great use if you 
prefer the commando-style of running around and 
acquiring targets. After all, there's nothing more sat- 
isfying then scaring the daylights out of a friend as 
they round the corner where you splatter their head 
off of their shoulders with a spray of Flak! 


. . . 
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You'll obviously want to acquire a Rocket Launcher 
of your own right off the bat. With someone Belg 
bound to pick up the deadly combination of the 

„Damage Amplifier, Shield Belt and Rocket. Launcher, 


you'll need to be armed for action. Luckily, there is a — 
_ Rocket launcher outside of the Pressure Chamber. 


Erânt the Pressure 4 hiatuber head out the rioht. 
door and take an immediate right and head over to 
— the lift. Once you ascend, you!ll find a Rocket 

Launcher directly ahead of you on the platform. % 
_ Around the corner, you'll find the Ripper on top of a 
catwalk in the center. If you look down you can see 
…_ some Body Armor on top of a crate. Drop down to 
the next catwalk and grab it. In the upper kes cor- 
° „ner gehe isa Shae Rifle. Ë 


dili, 


___you can scale up 


eme 


Back in the room where the Pressure chamber lies, 
the catwalk by using the lift, and 
osite end of the room. Crawl 


run along to the o 


through the hole in the wall, picking up the 


_Minigun and Pulse Gun: Continue to proceed up 
— the stairs ahead of you to the area where you previ- 


4 es ously got the Rocket Launcher, and continue on to | 
the room with the Ripper. This time, slide all the way Ù 
down the catwalk over to tank of water and jump in. 
… From here you can swim through the tunnel and pick 
_up the Big Keg O’ Health! 


The daunting part of this whole level is the 
Pressure Chamber itself. It is situated in such a fash- _ 


__ion that once inside, you are certainly welcome to 


pick up any items within, but every second you sacri-_ 
fice inside could be your last. There are two buttons 


__on either side of the chamber which, when pressed, 


shut the doors and begin compression of anything 
inside. Worse yet, the person who presses the button 


___acquires a frag! 


The best method to acquire the items inside is to 
carefully monitor whois coming down both hallways 
to the side of the chamber before diving in. If your 
feeling particularly’skittish, tackle the items inside 
one at a time, carèêfully monitoring your surround- 
ings after each successful snag. If you are going for 
the Rocket Launcher, keep in mind that there is 
another one in the level (read-above for more infor- 
mation),-and it is quite, passe to steal one off of a 
dead body. 


As an offensive weapon, the chamber itself is 
unparalleled. There is a blind spot that exists above 
the chamber. If you stay perched in this spot and 
swoop down on one of the sides like a hawk when 
you hear the appropriate footsteps, you can be sure 
to get a nice clean frag. If, however, you are battling 
bots, they seem to be unable to withstand the temp- 
tation and will often dive right in without checking 
their surroundings. An easy way to lure them in is to 
fire a couple of warning shots right at them, and 
fight them until they follow you across the opening 
of the chamber. Often, they'll get greedy and dive in, 
and if you haven't finished them off yet, the 
Chamber will do it for you! 
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The first thing you'll want to do is acquire the 
Shield Belt on this level. It's located in the main 
long room with the ramps, and it's beneath them: on. 

a very narrow catwalk. If you miss, you can scurr 
under one of the pillars and pick up the Anti 
_ Gravity Boots in order to jump back up. — 


If you want to get a.jump on your adversaries,” 

_ you'll want to grab the Rocket Launcher down by 

_ the Shield Belt, and sturry through the turquoise , 
portal ahead of you. Once inside, you'll find the 
Redeemer. You can launch it through the tiny gap in” 
front of you, but it'll take careful aim with a touch of 
suicidal tendencies. A better strategy is for you to 
hold onto it until you get down a level, but it's your 
“_prerogative! 5 Kh k ) 


behind it, there's a Rocket Launcher in a blue 
— alcove. There's also a Ripper down the left-hand side 


=- 


If you drop down to the very bottom of this level, 
you can pick up rmor on the crate, and then _ 
take the elevators back up to the main floor. 
limbing up the ramp overtop of the green slime on 
right, you can pick-up the Sniper Rifle and 
Ammo, Down this gpensor you can pick. Ue a Flak en 
: Cannon to boot! sl ne dee : 


Head back down the middle of the arena through 


_ the opening in the center, and you'll find a green … 


Pulse Gun on top of a crate. Down the hallway _ 


of the hallway, and another Flak Cannon by some _ 
green slime on the right. 


On the right, if you stow away among the boxes, 
you'll find a Damage Amplifier on top of some 
cratés. Rocket jump up toit, and you can even shim- 
my down to the Shock Rifle beside the crate. On 
the same platform, just at the other end, you'll find à 
Minigun tucked under the left-hand side of the 
staircase. 


In the main room, after scaling the ramps, you'll 
find some Thigh Pads on the far left of the plat- 
form, and a Biorifle to the far right. Up beside the 
Thigh Pads you'll see a Sniper Rifle. Jump up there, 
and you're in prime sniping position! 


This level is HUGE! Sniping may be a good option, 
particularly if you're good and fast at it. However, 
for those less fortunate, you'll-have to deal with 
your foes on a one-to-one basis. The best way to do 
that is to try and push them into the slime, keeping 
them away from the Shield Belt (sniping from the 
alcove where you grab the Anti-Gravity Boots could 
prove smart!). Obliterating them all with the uber- 
weapon, The Redeemer, is another option! 
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Generally the first thing you need for a good 
offense is a tight defense. You'll need to secure the 


Shield Belt to insure this, so mosey up to the room. — 


„with the U-shaped ramp. This room is adjacent to 


another room containing blue lights and the- unique we, 
ramp emerging from the basement. In the room with 
the U-shaped ramp, you can nab the Shield Belt at 


the top of the left part of the “U”. Along the way, 
you'll find a Pulse Gun on the ramp that might —- 
come in handy until you find your next weapon of 
choice. Perhaps the Minigun that you'll find (if you 
go down the ramp and turn right) wi be more to_ 

_ your liking. 
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Back in the room with the funky basement 
entrance, you can‚pick up a Shock Rifle, or duck to. 
the right and-pick up a Flak Cannon on the ledge. 
Head through. to the next area and pick up the 


“Armor to your left. Íf you go back to where you got x 

the Flak Cannon, you can head up the ramp and. 

locate a Minigun. between the pillars.; You'll now - 

__ have an option for a Sniper Rifle or a Ripper. The 

—-Ripper-is to the right. of the pillars in the other room 

—_ behind yet another column. To reach the Sniper Rifle 
_ take two lefts after that same corner. De Ra 


In the same room as the Shield Belt, on the lower - 


floor to the right, you can run over and pick up the « 
“Rocket Launcher. Jump down’ and to the left, here 
you'll find an area that contains a Biorifle and some 
Tjen Pads. ESES 
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This map is a tad on the taifa side so it may 
become difficult to-establish a good pattern. Don't 


__be daunted. Instead, figure out a way to get the 


weapons that you yearn for. Dodge back and forth —__ 


‘forming a loop including the Flak Cannon, Shield 


Belt, Thigh Pads, Armor and Health. another option 
is to switch the Flak Cannon for the Ripper, Rocket 
Launcher, etc. ê 


You'll find that a lot of fighting, as usual, will be in 
the open areas of the map, particularly the one with 
the unique entrance to the basement.-Use this as a 
method with which to prove yourself, as you'll have 
to conteénd with alot of enemy fire. 
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For the snipers in the house however, there is an 
alternate method of attack. In the area where you — 
found the Ripper, jump to the lower level and hide 
out amongst the Health Packs. From there, you can 
observe the area and snipe to your heart’s content. 
The fact that you have no peripheral vision is no . 
longer a problem as you are surrounded with walls, 
but the thing you should consider is the“fact that, 
there is about a half an inch of the upper floor dead 
ahead that you can see, which also means you can 
be seen. An adept sniper can easily pick off anyone 
walking over that catwalk, but the reverse is also 
true — they can get you! Be on your guard! 


Here's a tip. When looking straight up at the arch- 
es within the wall and see the Flak Cannon and its 
ammo, turn around 180 degrees, climb the stairwell. 
Now, on this little level between staircase, shoot the 
wall between the ascending and descending staircas- 
es to reveal a Damage Amplifier. 


Chapter 4: Deathmatch 
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Everyone loves a shield belt. Here's how to get it __ Aside from the obvious wide-open space in the 
in this level. Go to the very top floor. Then, when „corridors, you'll re to find plenty of action on 
you find the bridge with a torch hanging on the wall - stair: ASes and. cat s. You shouldn't have a prob- 
„at the end, simply walk through the wall land gold lem knocking- people back and forth on catwalks, as 
get your prize. k e _ well as picking them off of the staircases if you use 
5 the right tools for the job. Staircases generally afford - 
EE: you less of‘a view of your opponent, regardless of 
Entering the large corridor like room, you'll be. “your position on them, so you should try and stick to 
able to see an elevator at one end and a staircase at something like the Ripper or Sniper Rifle fora one- 
the other. Along the way, you'll find a Pulse Gun‚a shot kill. The- Sniper Rifle can. also be used effectively 
Ripper and a Sniper Rifle at the top of the stairs. … on the catwalks because of the close quarters and 
_ Continue along this path until you hit a junction and the relative ease of ripping. someone's head off i im 
then turn left at it. Once there, you'll be able to pick — one shot. e Á 
__up a Flak Cannon as well as the Thigh Pads under- es 
neath the staircase, and continue onwards along this _ - sn 
path. You'll see a Rocket Launcher up the stairsand 
pass a Lrkegd that you most certainly want. 
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\f-you backtrack out of that room, you can dart to 
your immediate right and head across the way _ 
“where there is a Minigun. Back ìn the room with the Re 
staircase, head along:the right side and you'll come 
across some Biosludge Ammo; Health. Packs, and — 
eventually a Biorifle. Tâke the elevator up, where 
you'll come to a room with several stang monoliths 
surrounding a Shock me: he; : 
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The Shield Belt is always one of the most sought- 
after items. To get this gem, the easiest way is to 
mosey to the center room with the large elevator in 
the middle, climb the lower level ramp and enter the 
green teleporter. Walk across the bridge and then 
turn towards the center at the end to reveal the 
Shield Belt! 


The Redeemer is just as easy. If you are continu- 
ing on after having retrieved the Shield Belt, drop 
down to the level below and turn left down the hall- 
way (underneath one of the bridges is also a 
Minigun should you need it). If you are still in the 
center room, use the elevator in the middle, and 
then look to your right for a ramp that will take you 
to an archway. This, in turn, leads to this hallway. 
Continue down the hallway to the next room. On 
the ramp you'll find a Redeemer! 


. Ki . . 


Exiting that area, you'll be able to scurry down the 


ramp and pick up the Rockets. In this center area 


you'll find items like the Rocket Launcher, Pulse 


Gun, Biorifle, Shock Rifle and a few Health Packs. 
It's also a relative hop skip and a jump to get the” 
Armor, just mosey down to the green. teleporter _ 


next to the Pulse Gun on the second level of. ramps. 5 


From there, the Armor will be right in front of. yon. 


‘The Sniper Rifle is placed i ina prime sniping posi- % 


tion fortunately. In order to reach it, you'll need to. 
jump to the second level (the one with the green 
teleportal adjacent to a Pulse Gun) and use the nor- 
mal archway there. After entering, you'll find a. 
Rocket Launcher to your right, and Ammo to your. 

«left. Then you can shimmy up the stairs and pick up 
the Sniper Rifle. 
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Here's a quick note on the Sniper Rifle; due to its 
position, you. en opportunity to cover your 
t u in plain sight of the only 
entrance to your location. The only problem is that 


_ you: are. exposed. ‘You can be seen from everywhere 
else unless you manage-to pull of crouching at just 
the right distance to sneak, a shot between ‘the bars, 
of the EN: À 


The rest of the map is pretty straightforward. 
You'll have a lot of dancing to do in the central spire 


__ area, and you'll have to be able to flirt with danger — 


often, so brush up on your Health Pack locations as 
well as any Armor locations you need! 


There's a couple pairs of Anti-Gravity Boots to 
help you jump from the cargo hold-up to the top 
deck, or up to grab the Keg ‘O Health that's sitting 
by one of the masts. 
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6 Anti Gravity Boots 


There's a set of Body Armor inside the Captain's 
cabin that is always hotly sought after, and the inclu- 
‘sion of a teleporter inside this room will make it an 
area that's rich in combat. 


At the back of the ship is a Rocket Launcher, and 
the door to the Captain's room is just below this 
- area. The Keg 'O Health is by the mast closest to 
the back of the ship, while there are some Anti- 
Gravity Boots near the same location. 
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Near the bow of the ship is a teleporter that’Il 
take you to an area beneath the decks, and on the 
far bow is an Invisibility power-up. Beneath the 
decks are some other power-ups and Health Packs. 


In general, great success can be had in this level by 
moving in a circuit from the upper floor to the lower 
floor, being sure to time your laps so that you pick 
up the Body Armor when it spawns. 


Because of the close quarters, you must be doubly 
aware of the splash damage that you can get when 
using the Rocket Launcher or the Flak Cannon. 


ICE STATTON 
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en) giock Rifle 


ren) Pulse Gún 
re) Rocket Launcher 
9 Ripper 


Flak Cannon 


a zien Pads 
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Stiena Belt 

ie Armor 


ssolate. and remote station, 
gna! s been deserted (ana is thus, Ab AGN 
available, for peat hmaten tóurnaments 


Thi, il has many narrow _hallwag \ 


There's some Body Armor among the other 
copious amounts of power-ups in this arena, but it 
will be difficult to keep stocked up in a firefight. 


The central room (with the-red circular central pil- 
lar) is where many battles-end up occurring. If you 
enter this area with a full set of Armor and a Flak 
Cannon you'll do alright. 
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There's a secret Shield Belt in this central room. 
To access it, hit the panels that have lights along the 
bottom until you find the secret area — inside is a 
Shield Belt. 


This level sports some rather basic weaponry, the 
most advanced of,‚which is the Flak Cannon. It is 
obtained in the lower level, right besides the glass 
floor, along with some. extra Flak Shells. That should 


„h&one-of your first stops. 


Also, up on the top floor, accessible by two eleva- 
tors that are indentations in the main wall, is a piece 
of Body Armor. Equip it quickly to maintain that 
defensive postute. This area is also ideal for raining 
down terror on enemies below. Use the GES Biorifle, 
or the Flak Cannon's secondary weapon in order to 
bombard enemies below you. 


The Pulse Cannon and Minigun can be found in 
the middle level, and the Shock Rifle and Biorifle 
on the bottom. All are useful if you are in a tight 
fight. A good pattern to form in this level is to start 
off in the bottom, grab the Flak Cannon, and charge 
up a level. Then, climb the elevator in the middle and 
grab the Armor. Motor back down to the middle 
level and patrol-the outer ring… repeat as needed. 


A little item of note is that the elevators in the 
outside of the ring have a light blue glow to them 
‘which will help you pick them out as they seem to 
blend in otherwise: Notice that when you go up 
these elevators, you will be in plain sight of the cen- 
ter of the second level, so any combatants will be 


able to pick you off as you ride up! Dash to the right 


or left of the ring‚-and climb up:the inside elevators 
to get to an ideal sniping/bombing area. 


The Rocket Launcher will be an eagerly sought- 
after item in this stage. Located in the basement, 
perpendicular to the elevator, it's also located on the 
side of the pillar opposite from the Body Armor. 
Make that your first stop for sure. 


Up on the main level, you will find two large ' 
Health Packs, which will be invaluable for anyone 
silly enough to stray into the center court, and several 
weapons on the outskirts as well as Health Vials in 
the adjacent room. When facing the open chamber, 
after having just come up the elevator, there is a 
Minigun and several packs of Ammo to your left. To 
your right there's a Pulse Gun and dead center is a 
Shock Rifle. After appropriating the Rocket Launcher, 
the rest of these weapons should be obsolete, but 
don’t overlook them in case you get low on ammo. 
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Strategically, you're going to want to corral your 
enemies into.the center stage. This shouldn't be 
overly difficult, the Health Packs will draw people 
toward the center, and, after disposing of a few 
bodies, the weapons that will be lying around will 
suffice as bait. Try to pin them between the two 
pillars, because it will be easier to accumulate splash: 
damage should you miss and hit the columns them- 
selves. 
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If you are caught combating elsewhere, you 
should try and avoid the basement unless open 
arena fights are your specialty. It's hard to defend 
and attack a peer or better opponent on open 
ground, so try and stick to the center arena, or better 
yet‚pin them down as they ascend the staircases or 
elevator. 8 
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Chapter 4: Deathmatch 


The Damage Amplifier is one mean little power-up; 


however, mixing it with a Rocket Launcher can be an 


even more devastating mix. The collateral damage 


that you will receive if you are too close to a wall or 


enemy can suck yòur life down to nothing in one hit. 
‘Take. care in using it, or switch to a hetis like the 


Minlgijg Nd , : A 


nt AO 


The Damage Amplifier, the location of which — 


you must be eagerly anticipating by now, is locáted 4 


up the long slanted hallway that has all of the 
Health Vials in it. It's at the end in the corner. This _ 3 
should be one of your prime stops along your 
pattern; it will modify even the Enforcer or Impact 
Hammer into a lethal weapon. 


Immediately upon lesie that room to your right 
is the Minigun. This, in combination with the 
Damage Amplifier is lethal, particularly if you use 
its secondary fire to unleash a horde of-bullets 
(albeit at a lower accuracy). Straight through that - 
area is a piece of Armor accompanied by a tn 
Pack, should you be so inclined. 


f gd with your ammo. Ee op 


EN ready to rock yet again! 


To the right of the Health Pack/Armor combination 
is a ramp leading down to the Rocket Launcher. 


“Because of the tight corners and claustrophobic hall- 


ways, the secondary function on. the launcher will 
come in handy. Throw a few grenades down a corri- 
dor or two and watch the fireworks.as people. scatter 
realizing they cannot fight back if you clutter up the 


Continuing through from where the Rocket 
Launcher is located, you can easily truck to the next 


_ room, ignoring the turn on the right (it'IL-return you 
to where you found the Armor/Health Pack). Instead, 


pick up the Thigh Pads. Stowed in the corner are 
two Health Packs that you may need to retreat to at 
a later date. If you turn around and hop up the _ 


__crates, you'll find yourself back in the room with the 


Minigun. Turn right and yóu’ 1 be-in the hallway 
adjacent with the Damage Amplifie ier, and ne re 
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The area in between the smaller two mountains 
contains a piece of Armor that will be of the utmost 
importance in this fragfest. Continuing through, 
there is-a Minigun and some Ammo between two 
palm trees on the adjacent elevated area. 


Moving to the right and down the side, you can 
pick up the Pulse,Gun and its respective Ammo. 
Should you be injured, this inner canyon contains 
two Health Packs, but beware that getting them 
will put you in plain view of people on the ridge to 
your right: At the opposite end from where you 
picked up the Pulse Gun is a Shock Rifle, and up the 
hillis the all-mighty Rocket Launcher.’ 


While there isn't too much to this map, it can turn 
into a bloody nightmare if you aren't careful. The 
best way to handle it is to stay away from the center 
area as much as possible. This area's on lower 
ground and susceptible from three separate vantage 
points. Only if you desperately need health (as it is 
the only location that you can pick it up) should you 
stray inwards. However, if you're going for that last 
frag, you can blast in and attempt to get it. 
Otherwise, try and run a big circle around the area, 
depriving your enemies of weapons and power-ups. 
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Fer) Flak Cannon 
ver) Rocket, Launcher 
br re) Minigun 


ww Pulse Gun 


Thigh Pads 


Shock Rifle 


A twoslevel scenario involving back 
alleys andsupper=floor catwalks, this 
vlevel offers many places in which to 
hide), and'an incredibly powerful arsenal. 
This level will have you a Little .of£ 
kilker at first, butlas, you warm ùp ta” 
Hou wills find, cozy' little alcoves 

will make you unstoppable regard 


our methoa En play: 
iS, 


In the upper floor, there is an area with a dark cor- 
ner that contains the Sniper Rifle just outside its 
threshold. This area is-ideal for snipers or campers, as 
they merely have to wait for their. prey to walk by 
without worrying about being seen: So long as you 
have the element of surprise, and nobody comes 
back looking for vengeance, you should be ok. 
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You can also pick up the Thigh Pads in this locale, 
which will be a great bonus considering it's-the only 
piece of armor in this stage. Mosey on through.the 
network of tunnels until you come to the next cat- 
walk. After passing an elevator that will take you to 
the level you are on now, there is a Flak Cannon 
lying on this ledge along with some ammunition. 
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Through the next tunnel, there is a fork. To the 
left, a Rocket Launcher awaits your attention and 


branch to. the. left. will either take you. up to 


| “from the Minigun’ s location, vor ‘enter a whole 
eN : roof, ofback deahes room. you fell down from. 


e worde of wonders. 


B: 24 5 Le 45e To the right, there is another large room witha 
LE: “In ike room, ther are. no sapdnt to ies of, so % 4 Pulse. Gun. and Ammo in it. Around the bend i Isan 
it's basically just an area to be-wary of. Enemies will elevator that will take you back up to the vebars 
…__roam this area, as well as the other replicas that __— level, Bley next: to the. Flak Gannon, 
have: a lot of opên space, so be alert. There i is howev- - , ee 
er, a Shock Rifle Just outside of this area, ine by 
js the elevator: 4, RE 


_ This level is best fought from ground. level unless —_— 
you have unrivaled skill at „perching from a rooftop 
_ while paying attention to your peripheral vision. The 
prime zones are the two large rooms and the room 
where the Sniper Rifle is located. Hold: ‘these posi-_ 
tions, and you will generally be zake: to a good start. 
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On the ground level near the center of the map 
there is à room:with three doorways adjacent to it. 


„To the’ right there lies a piece of Armor and several 


Vials of. Health. Straight ahead.is another doorway 


that only: contains an: Enforcer. To the left, however, > 


is a Shock Rifle and up the. stapt iashe ie to ie 


_b 
ik 
nr 


Ker 
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Leaving the Damage Amplifier room to its left 


_ there is a Health Pack that is worthy of note, and an _ 


Enforcer in this room. To the right:there are some 


Thigh Pads, so dart in there and: get Wiene ait then 5 


scurry back and continue forward... 


hd Ed hd Ed Ed _/ 
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Through that archway you will find a winding This area will contain a lot of fighting in the larger 


halls, and as suc u should probably try “popping. 


path that contains-another door on the left. In there «—_# 
a |fev v pills”. down ur opponents throats with your el 


you- will find two Health Packs and a Rocket Ken 

“Launcher behind the wall. Heading through the 
__path you. were just on, you'll find a Minigun an 
__ Ammo. You can jump off here or continue: forw, Á 
down the sloping stairway as both paths termíinat 
in. the s same place. There. are some Health vials in 
the stairway, but in the interest of. time you mây_- 
E rvan to apt for the j Ep. nd 


ly from above in certain areas, allowing you EO :7n5 
negate any. forces. before you swoop, dowe, to CHE, 
hek ‘bounty, San Be PTR 


non reathinosiat area, , yóuri find another a 
__ Enforcer and some clips of Ammo. If you jumped _ 


ie down from, above you can just turn left and ge À de Try switching to the Flak Caohie or the Minigun 
, through the archway, but if you came down the _____When enabling your Amplify Damage ability to mow _ 
“stairs just run straight ahead. You'll fid some __ down groups of enemies at once. It's simply harder 


Ammo, and, ultimately, aFlak to kill yourself with those weapons and prudence _ 

fi | encounter the same ‘department _ isn't a bad virtue in this situation. Obviously, using it 
Thigh ”P, close to the Health Packs and Armor will come in 

handy should you accidentally blow up parts of your k 
body and need some instant hee . 


Health Packs, 
“Cannon before. 
„Where you foun 
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The Redeemer stands up to its name indeed. 
Those in last place can soon expect-a large leap into 
the-high ranks if they use this weapon of destruction 
correctly. Look for it in the main.room in between 
two crates by the wall. This will help you get a 
healthy lead should you find several people-dueling 
it out. But, if you don’t happen to find any such 


é j RE ve ___circumstance, you may want to sheathe the:behe- _… 
$ À moth and whip out an Enforcer or other, less 
; En vac je powerful weapon. 


ren) Shock Rifle 
jh WP armor \ 


N 
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we mhigheraas 
Ker) pulse Gun \ ie 


This, Ubanaoed Brickyard is an ideal 

‘playground! for. yowvand your cohort, It 

has a large Fúpply Of, munitions, and Kn 5 N 

even theincredible RedeemerivA mucti,. ! : 

easter: map to learn!than Someof t é 

others, it still makes fof a real b ' Two Health Packs lie in front of the Redeemer. 

DENN CPAN BORGEROE PD jecten to EAST Down in the room to the left; you'll find a Shock 

behind and/,opensspdces to. gate / À ri 

Victims 5 Rifle and some Ammo. Charging around the corner — 
you'll find some Health Vials and ultimately a Pulse 

Gun tucked in a nook by a pillar. 
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Along the same path, at the other corner, is a CHALLENGE 


Minigun, and at the other far corner a Sniper Rifle. « — 
Afterwatds, you'll want to pay a visit to the center — 
“court. Inside you'll find a Flak Cannon, Armor, 

Ammo; and Health Packs (Behind the ramps): … 


Flak Cannon 
/ 


Redeemer 
SI Rocket Launcher 


Ripper 
“Everything i is laid out rather simply in this map. 
7 allowing for easy access to the goods. Although a 
… relatively minor level, it definately doesn't-detract 
from game play. You'll want to keep to the center. : zi) Body Armor 
area, preferably i in the top overhanging. catwalk, and. 
“pick on-anyone who peeks there-head up, or better - 
deld snipe. aman, gen, ien PRE 
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Talk-about being ‘far Óut', thissatena 
on an orbiting space !station 
hobos (leäther godd 


a). This is one/of the unidue 
‘Ss, both an dndoor and 
£ an outdoor mpanent. Of when 
40 sn youre talk about "ou 
Also, every. corner on the map contain f iem 8 RME Eee ie sie HAA 


and a little alcove that i is indented into ‘the wall. In station will rbeult. in (a ative frag 

one such alcove there is a Sniper Rifle (read above ; 
for location). If you sit down in the alcove, you can, 
much to the chagrin and frustration of your peers, 

pick them off as they round the long hallway. 
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Outside there are three docking bays; each of 
these bays holds-sóme nice power-ups, but the catch 
“is that it's dangerous to go after them. Generally 
speaking, if you have a chance to get one of these 
power-ups-you cän be happy, but don't get.in the - 
habit of hanging around weelde, for them perl 
ina erowded: game). : 7 


Because the inside of this arena is full.of tight. 
twisting and turning hallways, it can be difficultto 
—spot-an enemy until you're right on top of them! For _ 
“this reason it's good to have weapons that do maxi-. 
mum damage at close range (like the Flak Cannon). 


— First things first, whether yóu are dealing damage” 
to another player or to the challenger, Rampage, you 
_ must beat them with brute force as well as smarts. 

_ Go grab the Anti-Gravity Boots on top of the little 
crate outside by the Sniper Rifle. immediately to its 
left, you'll find a set of pillars, Leap up to the first, 
„and then to the second, and receive your Damage k 
Amplifier! If you still have a jump left, you can jump - 
across and pick up some Ammo and a Health Pack. 


“Now, here's Smediihat that you are buena to 
“@njoy .Find the Gloop Gun (GES Biorifle) and look 
„straight at it. Now, turn around. 180 degrees and 
climb the stairwell. Immedi ly to your right, there 
is a wall. flanked by two ceiling-high lights. Shoot the 

wall between the wprighes and gou get the extra 
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Also outside, lying in platforms, you can find the __A very simple map, this one will have you 

Minigun, Shock Rifle, and the Thigh Pads. The ED „concentrating le: n your surroundings than on _ … 
Thigh Pads, however, are hidden on a platform. much n't let your attention sliptoo 
“like the-one the Damage Amplify is-on, except “that 
_ its hugging the building. Head in the direction tha 
__you would take to jump onto the Damdge Amplify 
pedestal, but continue onward until you come té 5 
„door. Right beside the door, a little off to the corner, 
“is a pedestal. Jump. onto it to receive e your Thigh ik 
‚Pads! WES SRS 


your sapaps but 


juncher early on, ijn ded with the bitse’ 
Amplifier as it will either kill the person, or blast - 
: them an incredible, dietapenl” 5 8 


Ge fe: Rocket aüneher i is inside the only room in- 
Are the building on the floor, making it an easy and ideal - 
pick, up. You'l need this if vel want to humiliate _ 


3 äbad idea. é 
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\ ED Damage Amplifier 


ond sen inereaibly tiny facility in 
vrelationtorall. of» the others, this one 
3 „specifically designed fot one on’ one” 

bat. 'A few more) than that dnd at Ll 
bn into a sea\ofiyblood.: / 


The Damage Amplifier is one of the tougher 
items to gather. In order to get this, you'll need to 
use your Impact Hammer and jump up to the wall in 
the room on the lower level adjacent to the blue 
hallways. It's a tough jump to make, but well worth 
the effort. Make sure that you're stocked-up on 
Health and Armor first though! 


In the corner of the same room as the Damage 
Amplifier, you'll find the Shock Rifle, not an incredi- 
bly powerful weapon, but devastating when com- 
bined with the Damage Amplifier. Going up a level 
from there, you'll find a large room-containing the 
Rocket Launcher and a Pulse Gun. The Pulse Gun is 
in-between two rooms. In-the other-room, you'll find 
a Minigun and a Biorifle underneatha passageway. 
You'll also be sure to spot the. Armor in the corner. 


_ had _ - 


You can duck under to the middle entrance to the __ 
basement once back-in the room where you located 
the-Rocket Launcher. Pick up the Ripper ärid you'll 

_be able to get the Thigh Pads underneath: th 
case, At the top, you'll find the Flak Cannon. 


„A tiny.-map by any means, you'll need-to use a 
weapon like the Flak Cannon in all the tight weaving ° 
corners, and the Rocket Launcher elsewhere: Others 

may opt for a weapon like the Minigun when: 
retrieving the Damage Amplifier in order to mow. 
down-enemies with less damage being: redirected. 
back at them by their own weapon! It i is, hawever, ke 
really up to the individual. s : 


Xan has better aim, faster moves, and is an all- 
„round better playerthan any other enemy that 

you've faced. _You'l truly have: your Hands Ant taking 

him out. nn 


Aan, 


“Perhaps the best. way to Ddl with. Xan is to heen BE 
yourself confined to:the central circular area of the__ 
arena where you can pick up. Health. Packs and he 
Shield Belt while ide around. ER 
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__ Domination is a. unique game that requires youto 
gain the majority control of three key locations FACEIG: 


(Control Points) in the arena through the course öf: 
=the game. This is a substantial departure from't 
; other lenen Tournament games, because vou. must 


ët aierde for Achieving It gen 


ome. ne. then, ken the defenders are 
engaged, move: your. other. attackerfs)in. from 


reach. a set düinbär of: points ride 100 to 
150). Points are awarded fof the amount of time that 
the Control Points are held, so, if youù hold two of 
the three Control Points for more than 50%: of the 
„time, you'll win the game. It's not, however, easy. to. 
ee keep the Control Points under your ‘control’ with S 
“enemies swarming around and. running in to capture 2 


5e 


4 
the Control Points for hemsejves. ie Svein A0 ave weapons, armor, and health for 
Pe B dE defenders. Better yet, bring power-ups back to _ 
2 Oee eee Eer «the defenders so that they don’t have to leave 
ENNE ee TE 5 £ their posts. In games with enough players, one - 
: DRR player is usually designated as the ‘mule’ to find 


_and deliver items to the defenders. 


@ Bulk up hase you attaeie Don't goon te En 
offensive with a weak weapon, find better - Aer 
equipment first. You may feel like time is critical 
and that you have to. press the attack giek, : 


3 © Use weapons that cause splash damage 


Bend 


‚When appropriate, and faster weapons 


„When needed. Generally, the Rocket Launcher 


“and the Flak Eannon are best for attackers _ 


_— because you don't need to be very accurate. 


“As an attacker you-are always.on the move and. 


RL 5 may. not see your opponent, but might just. be. 
er shooting into a dark corner where you saw 


— him go: Rockets will do more Barn! in ik 
situation, AEN EEn SA 


Ore Keep walg at all dnek As you get familiar 


with a.map, you can figure out a route that lets 
you circulate around each Control Point and 
each power-up location. This regular checking 
will let you bulk up‚let you reclaim lost Control 


_ Points, and keep you from being a sitting target. 


id 


4 ) Don't sit on: top of the ‘Control Point. Thats is 
“where attackers will look first, and'is usually too — - 


___òpèn and susceptible to defend. Try to find a « 


be seal 


dark corner-or some obstruction to get behind. 
If there is nothing nearby then wait in the dis- 
tance where attackers will not notice you. The 
fight usually goes to the player that spots his or 
her enemy first, so dents stand ree von, will 


e cannot ruin yaar dij with ite 


* 
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© Make attackers think they've won. The 


Control- Point ‘must be controlied- for several 


> seconds before the scoring begins, so if you lose 
control for a few seconds itis nota problem. î 


This-means that you can lure attackers to an: 
apparently unprotected ( Control Point, then 
smash them when their guard'is down, It isa 
shock to. get fragged a few\seconds after you 
think you ‘ve just won a ijken 


©oe pasignete: someone to find and dätiver: 


power-ups. In games with enough players, you _ 


__ should pick a ‘mule’ to find and retrieve 
oe wedpons, ammo-and armor. The mule-can also 
Se spot health Bomer upe. for the defenders. 


Defend the powerùp locations. if the enemy 
cannot get to the Redeemer, then the „enemy 
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© pursue: attackers when they break off the 
„attack. An attacker that gives up is probably … 
wounded and looking for some health, which 
makes him or her an easy target. —_ _…— — 


©» Don't be led away fin your. Control Point 
by a distraction. If you are the only defender 
‚for an area, you cannot afford to pursue an _ 
“-attacker that has broken off the attack, no matter … 
‘how kempi his wounded cries sound. = 


„Key Power-up Locations 


“There is a Rocket Launcher inside the ground 


floor of the condemned building. This weapon is 


_ especially useful when attacking the Control Points 


_near , Arturo's nightclub and the Garage,-as defenders. 


„are backed against;a wall.:A Keg 'O Health is in a 


—_ room to the left of the garage that can only be 
5E accessed by jumping from the roof. Health power- - 
— ups on the roof should provide relief for defenders 
ie there. 7 


_ Strategies 


If you can depend on your teammates to hold the 
. roof, you can assault the other two Control Points in 
the alley around the building. Keep moving around 
the building in one direction. This tactic prevents the 
other team from holding the Control Points for long, — 
since you will constantly be checking them. It also | 


je, keeps you moving. When (hopefully “if”) you lose 


control of the rooftop, you should immediately head 
back up there to recover it, as the rooftop area 
provides an excellent view of the other Control 
Points; besides, there are Health power-ups there. 
Use the jump-boots to get to the roof from an 
unexpected direction, and be wary of an ambush if 
you cannot see enemy defenders right away. 


The Rocket Launcher is the best weapon to use 
against an enemy- player trying to hold the Control 
Points in the alleys. If they are fool enough to stand 
near Arturo’s or the Garage then they will have 
little chance of dodging the splash damage from the: 
rocket explosion. 


alleys, but to constantly circle the building and 
reclaim the Control Points as they switch color. This 
way you are.not trapped in a certain-death defensive 
position, and the enemy cannot hold the Control 
Points long enough to gain much of-a score. 


The rooftop Control Point is the most important - 
one in the level. Since there are two stairways lead- 
ing to the roof it is difficult for one player to defend 
the roof, but you can improve your chances if you 
wait near the edge for a chance to ambushan 
enemy player as he or she moves to the middle of 
the roof to claim the Control Point. 


The other two Control Points are actually easier to 
defend from the rooftop, or some other high 
location. If you wait near Arturo's or the Garage for 
enemy assaults, they will have you backed into a 
dead-end alleyway. One strategy that seems to work 
is to not try to defend the two Control Points in the 


OSIRIS 


This mission takes place in the Temple 
of, Osiris, featuring a detidedl4 Egyptian 
motif. It's a small-arena with large, 
Wide open hallways that allowsyou to 
both corner an opponent (with the right 


weapon) amd, dodge. other weapons. The 
CORE, Control Points are the Bridge, the 
Alley (a martow area) and thesGrottoy 
whieh iskaCcontrol Point underneath a 
bridgeonsthe lower level. The Bfidge is 
the-control Point-where much Se the 
action occurs. 


Chapter 5: Domination 
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Key Power-up Locations 


The most important power-up location is in the 
side area where there's a stream that runs under- 
neath the stonework (on the lower level). A set of 
Body Armor appears here and with it you.can go 
far in Osiris. 


Strategies 


Basically you can set your bots to contrêl the 
Grotto and Alley locations while you run a circuit 
around the arena, being sure to hit the Bridge loca- 
tion on your way by. The intense fighting tends to 
occur around the Grotto domination point, so be 
sure to have a Flak Cannon on hand when you head 
in that direction. 


Chapter 5: Domination 


Picking up the Body Armor is critical in Osiris 
because it's the only armor available and it'Il set you 
apart from all-of-the other soldiers in the game. The 
extra armor edge you get should be enough for you 
to, at the very least, go on a Killing, Spree if you play 
your-cards right. 
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The Central Control Point is accessible from two 
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The Lower Control Point is easy to defend 
provided you have enough ammo and your oppo- 
nent does not have the Rocket Launcher or Flak 

„Cannon. You can see approaching enemy players: and 


open up on them before they reach the room. On the ; 


other hand, if you're getting blasted by rocket. 


damage, you will have to rush out of the room and BEER 


hope to kill your attacker before they can react. 


“The Central cortròl ‚Point is a.good spot to defend 
and keep. From here you can see the other two 
Control Points. Since there are two hallways that 
lead into the Central Control-Point area, you should 
place at least two defenders here if you can. There 
are Health power-ups in this room, too, so you have. 
a chance to maintain control of this spot. 5 


The Upper Control Point is not easy to defend, and 
it is probably not worth the cost of standing on it 
trying to hold off attackers. If you are able to hold 
the other two Control Points, you can just trade this 
one back and forth to prevent your enemy from get- 
ting many points from it. 


Key Power-up Locations 
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There are two Body Armor power-ups in this map 
— one near the Nook Control Point, and one near 
the top Control Point in an adjacent room. A Keg ’O 
Health is visible from the room where the top 
Control Point sits atop some support beams just 
below the floor. It is only accessible if you use the 
translocator. Watch for the Health Vials on a ledge 
in a hallway near the Lava Control Point. 5 


Strategies 


The Nook Control Point‚is in a corner of the nook 
room, where Rocket Launcher attacks can do heavy 
splash damage. There are a number of columns and 
other obstacles behind which you can take cover 


during a fight. There is-also a Body.Armor power-up_ 


that you can grabwhenever it:respawns. Denying 
this item to your opponents will give you an advan- 
tage, though any defenders in this room will likely 
be aware of this tactic. 


The Lava Control Point is in a medium sized roóm 
Where you will have little space to dance around: 
Aiming accurately can shorten the battle here. You 
can also try to trap your-enemy on the floor in a cor- 
ner near the stairs, where they cannot avoid splash 
damage from a rocket. 
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Attacking the Top Control Point is a little more dif- 
ficult than the other two, especially if the enemy has 
more than one defender. There are two lifts that 
allow two different approaches, but the room is fair- 
ly wide open and any approach is easy to spot. A 
two-player assault makes this room-easier to win. 
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Key Power-up Locations The Lift is a tricky assault when it is being defend- 
ed. You can te attack your opponent from. 
The most notable ‚power-up in this map is the - flc or of the ro where en will be at his mercy” 


„Redeemer. This weapon causes a blast over a huge 
area, and is the best way to assault the two „most 
difficult Control Points. The Redeemer is in a. small 

… alcove in the area below the Bridge Control Point. I 

5 you are an attacker, you need this weapon. Beware _ 


sier, as you can fire a projectile, then run away 
lear. óf the piayber Ede zi 


nf 3 es! er ERE You should concentrate your defenses on the Top 
ie Á ee “Control Point. Keep an eye on both. room: entrances 
Mn Rt Ce 4 änd periodically retrieve the Body Armor in the î 
Kn ; EDR adjacent. room. When you see an enemy approach, 
ere A3 en „make sure to be the first to open fire. Try to use the 
EN El obstacle in the middle of the room, beside the 
Strategies ee Et ze __“ Control Point, as a barricade preventing the attacker È 


The Ramp and Lift Control Points are set up ® give from having a clear shot at von 
„the. advantage to the defender: The Ramp Control. 
Point should be assaulted frôm the ledge leading 
from the Bridge Control Point. Approaching from the 
ramp means that you are below, the defender who 
will have a clear shot at you. 7 5 


The other two Control Points are more difficult to 
defend. In general, you ‚should try to pick a corner of 
the room to hide in that let's you see any approach. 
ing enemy players. If you make the room seem 
empty and unguarded you can catch them unaware, 
and make a kill before they have a chance to return 7 
fire. 5 
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The Bridge Control Point is futile to defend. It is 
best to simply keep going in a circuit that lets you 
check‘and reclaim this point regularly. If you find a 
defender at the Bridge Control Point you will likely 
be able to sneak up and kill them with one shot 
because they have three directions to defend 
against. 
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Key Power-up Locations 


There isa Keg ‘O Health that you can jump to 
from the-upper catwalk near the Control Point. This 
is obviously a necessity for defenders. Most of the 
weapons and armor are on the ground level, but 
there are some on the catwalks. 7 


This map is in direct,contrast to the 
industrial themes of: othet Domination 
maps. This isa Nali temple with high 
catwalks, pools of water, and Vine 
covered stone walls. Two ofstHe Control 
Points are on the catwalkgethesUupper 
Control Point is on the top-level and 
the Mid Control Point is, matufally, on 
the middle level. The uppet catwalk is a 
ek that-goes around/the map andeis 
only \weadhable:by lifts, The mia leve se 
Wa wa ee fs accessible by ramps, änd the 
Mid Control Point is visible from’ the. 
upper catwalk. The groünd level of the 
temple 1s an open Space. with a Een 
pools, two: of which’ are zoined.byan 
underwater, „tunnels: 
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Strategies 


The catwalks are an attacker’s dream. The map is 
large enough and open enough for you to easily see 
enemy players from a distance. With the right 
weapon, you can pick off surprised defenders before 
they even know you're coming. Your team should 
concentrate on attacking and holding the upper 
catwalk because you can assault the Mid Control 
Point from above in this position. If you are able to 
hold both the Upper and Mid-Control Points, your 
score will increase faster than your opponent’s, who 
will have trouble getting to the upper catwalk and 
who will also be at the mercy of snipers above. 
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The underwater tunnel leads to the area where 
the Lower Control Point is located. If you decide to 
attack the lower area you can use this underwater 
tunnel-as a way to sneak up on the defenders. This 
works especially well if your teammates can-distract 
the enemy players. 


You should run a continuous circuit of the upper 
catwalk to defend the Upper Control Point. This will 
enable you to assist in the defense of the Mid 
Control Point. From the uppef catwalk, jump over to 
the ledge where the Keg 'O Health appears when- 
ever you see it. With the health bonus from the keg 
you should be able to hold off anyone’that rides the 

‚lift to the upper catwalk. The Rocket Launcher is a 
good weapon to defend the“catwalks because its 
blast will knock attackers to the floor below. 
Remember to aim at your attacker’s feet so that the 
rocket will detonate on the floor even if it misses its 
intended target. 


The Mid Control Point is more difficult to defend 
and will require the.bulk of your resources. Since it is 
accessible from the ramp in the floor, it is easier for 
the enemy to get onto. the lower catwalks. If you 
don’t have two or more defenders for this level then 
you will need to rely on help from above — your 
teammate on the upper catwalk. 
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The Lower Control Point is pretty open to attack, 
so it is best to keep hidden in a corner away from 
the point until an enemy player makes a move for it. 
Staying hidden also helps you avoid any sniper 
attacks from above. 


Key Power-up Locations 


‚The Keg 'O Health at the apex of the high bridge. 
_is an important power-up for this level. You can 
rêach the bridge by finding the red or blue ankh - 
> room and j jumping to the room beside the Control 
Point. There. are Health Vials along the sloped hall- 
ways that run around the;outside of the central.” 
room, and Health Packs located i in small-rooms 
_along these hallways. Most of the weapons are also 
in these rooms, though some:are also i in the-red and 
Ì blue ankh antechambers. . 5 ARBERS 


Strategies 


The Hall of Pillars Control Point is only reachable 


by falling through the hole in the upper level.” 
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N Naturally, anyone trying to defend this point will 
expect you to come through this-way, so a goöd tac- ture the Control Point before you can kill him or her, 
tic is to send one attacker to the lower level to dis- 
tract enemy players while you capture the Control 


Point. If you happen to catch an enemy player 


the worst place in. the map: 10 stand! 


; defending this point from the top of the pillar you 
_ have pretty much got yourself ; a free kill, as this is_ 


« 
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The Control Points in the red and blue antecham- 
bers are a little more difficult to assault. Defenders 
can hide inside and wait for attackers since there is 
only one likely direction from which an attack will 
come. If you can capture one antechamber, use the 
high bridge-to transit to the other one and surprise 
the defenders inside. : : 


The Hall of Pillars Control Point is on top of a pil- 
lar, but this is not where you should defend it. You. 
“should either station defenders on the upper level of 
the central room to prevent attackers from getting to 
the opening that leads down to the Control Point, or 
you should wait in the lower level for attackers to 


_ make a try for the pillar. The disadvantage of wait- 


ing down below is that the attacker will likely cap- 


but the advantage is that you can see them before 
they see you. 


The antechamber Control Points are in better posi- 
tions to defend. Cover the main door to the room 


that leads in from the central courtyard. If you have 


control of both the Red Ankh and Blue Ankh 5 
antechambers then it is unlikely that an attacker can 
reach the rooms from the high bridge. 


CHAPTER 6: 
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Assault is a two-team game that pits the two 
teams against each other in a battle royal. Although 
Assault battles are always hot and heavy, they are 
„not just about killing enemies; indeed, they all have 
a set of objectives that must be satisfied in order for 
the mission to be a success. These objectives enal S/S 
involve several steps such as hitting switches to - 


open doors, or breaking a chain to open a door. The zen 


ultimate objectives usually involve destroying some 
portion of the enemy base and require the attacking — 
team to penetrate deep behind enemy lines. 


„HOW ASSAULT WORKS 
In Assault, one team attacks while one defends. 

Then, when that game is over, the tables are turned 
and the attacker becomes the defender and visa 
versa. The interesting twist is that the second team 
only has as much time to finish the assault mission 
as the first team took to complete it. Therefore, if 
the first team took two minutes and thirty seconds 
to defeat a game, then the defending team will go. 
on the offensive and have only two minutes and 
thirty seconds to accomplish the same task. - 


The exciting part about Assault is that it requires a 
team effort to win. You must work together if you 
want to achieve victory on either side (attacking or 
defending). Points are awarded in Assault not only 
for kills, but also for completing objectives. You can 
go through the entire game without registering a 
single kill, and in spite of this, if you are the one that 
completes the final objective, you'll be rewarded 
with the most points! 
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There are seven Assault Maps that you can choose, 
and again, each ijs ven play you must experience 
both sides of ‘the (and what a coin it ís). Because 


“there are many different strategies for each of the 
Â maps (both-offensively-and defensively), there's a 


„great deal of replies in each and En mapt: 
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OFFENSIVE ASSAULT 
STRATEGIES 


“Here are a few great strategies for achieving 
success when you're on the offensive side of the 
Assault Mission you're playing: 


- Use weapons that do splash damage: Wisipons 
like the Flak Cannon and Rocket Launcher are — 
ze invaluable when you're playing Assault and 
facing groups of enemies clustered close togeth- 
er in hallways or choke points. If you can länd a 
Flak Shell in the middle of a group of enemies 
you'll have a good chance of geking a Multi-kill! 


_® Assume Roles: It's good to have each player do 
what he or she is good at. For example, if some- 
one is very good at sniping, have them set up - 
with a Sniper Rifle to proven cover for the 
other players. : 


… 
€ 


® Strike quickly: Surprise and a blitzkrieg approach © Stick Together: When you attack, move in 


will always. serve you well in an Assault mission. 
„Hitting the enemy hard and fast can throw them. 
into a state of chaos and open up doors (quite 
literally) for your team to tast the mission 
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© Get- a armor ând. health: kai where the BN 


power-up. locations are and be sure to get your 


health and armor up as high as they can go. It's 
amazing how much deeper a single player. can 


penetrate into an enemy base when he or she 


has bulked din with Halen and Armor. 


®e Côvar each other When y you're playing on gn 
same team, it can really pay off to have the 
other players cover you, both close up and 

HE _remotely by means of sniper attacks. When 

‚— _you’re not playing with other human sn 
you can tell your bots to cover you as well. . 


groups so that you can cover one another and 

___penetrate further into the enemy's base. The 
combination of a fast attack and large group of 
attackers can often overwhelm. even the best 
defense. 
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® Use-alternate doorways: There's usually more 
than one way to skin the cat when it comes to 
accessing the enemy base/objectives, so have 
your team break up and attack from all routes. 
This not only spreads the defense thinner but 
can also serve as a great way to outflank the 
enemy. 
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DEFENSIVE ASSAULT 
STRATEGIES 


Here’ s a few strategies for achieving success 
you're on the defensive side of the Assaul 7 
_ you're Blaving: ea 


in when. they ke you. 3 
ì t benefit to control power- 
nd ed up locitioriss ‚for kickt butt weaponry (Flak : 

: © Cover all entrances: At times, there are mültiple À _ Cannons) or mounds st ank {Minigun).: tg 
ways for the enemy to get into your base, so SE 6 ‘ A Ee Od 
make sure that you have troops at every Re ie KE ne 5 doe: 
entrance or you'll end up getting out-lanked i in d WAAN 


en 
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© The best defense is da offense: Sänding. one 
__crackerjack player Ee enemy’s base to blast - 
away at the enemy : ‘as they respawn can set them _ 
k, back, in. their quest to accomplish the 
often. buy yourself a in 
e by causing a great eal of 
ge in the Re 


e-by one, their rest 
_ move forwa relative to their p 
’ gnd bac “defend. the next. 
_ the enemy will be-coming af 

you'll end up defending: the f 
allof your troops, Which. can ma 

bloody finale! : 


© Use bottlenecks: Many of the maps, like 
Operation Overlord, have- bottlenecks. where 
there's only one place, he enemy can pass 
through. Choki ‚emy off with several 
soldiers wielding splash-damage weapons like . 
vee “Flak Cannons or Rocket Launchers can hale a 
Choke Point off indefinitely. 
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@ Snipe: Sniping can make all the difference in 
“some cases. For example, in Operation Overlord 
‚you càân sit in-the bunker-entrance and-wait for 
enemies to rün up: the beach where they're easy 
bate for your Sniper Rifle. 


THE ASSAULT ARENAS 


This section illustratés specific strategies for 
handling each of the Assault Arenas, and will also 
include screenshots showing-each of the key power- 
up locations. 


FRIGATE 

This arena involves. a Frigate that the 
attackers must. seize contfol of to. blow 
open the doorsof a-nearby dam. There 
are two’ paths up-to the-Frigate, one ie 
actross/the gangplank, and the other is 
through an opening underneath the ship? 
(Which the attackers musts swim to). 


NE 
CD the Frigate. 
(ip pesrror the Hydraulic compresson 


4 De controf of the bridge, 


Key Power-up Locations 


There are several key power-up locations, the most 
important of which are the Keg ‘O Health that's in 
the Hydraulic Compressor Room under the stairs, and 
a Shield Belt that you can pick up after you enter 
the boat from the underwater entrance. 
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Attacking 


As mentioned above, there are two ways to get 
into the ship: through the gangway, and from under- 
neath the ship. The gangplank is considerably more 
dangerous because there's an automatic cannon 
that’Il hit you at least once-as you move down the 
walkway, and séveral enemies are located just inside 
the ship’s doorway as well. : 


Ideally, you'll want to divide your force so that 
some of your team's members enter along the plank 
and the rest go underneath. This two-pronged attack 
will cause some confusion with the enemy as you 
push toward the Hydraulic Compressor Room. 
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Once the Compressor has been destroyed you can 
move up toward the bridge. Of course, this is usually 


the tough part because it's well defended and _ 
requires you to climb several levels of stairs. 


However, if you can bulk up with a Keg ‘O-Health. - 


and the Shield Belt, you should be able to make a 
run for it and hit the switch to win the mission! — 


À Defending A OEE 


Since there are-only two roütes onto the ship, » 
you'll want to defend both the underwater 
entrance and the walkway that leads to the boat. 
The boat’s doorway that leads to the walkway can 


be a great place to stand and launch Rockets at the. 


enemies trying to make a run at you. Remember _ 
that there's a gun above the*walkway that will do 


considerable damage to the other team as they try — 


to approach. Likewise, having a pair of soldiers 


guarding the pool entrance with a Flak Cannon will 


give you plenty of protection. À BE ks 
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should fall back 


Once the ship has been successfully breached, you 
he Compressor Room and defend 
it heavily. Don't forget the Keg ‘O Health that lies — 


15 beneath the stairs. Use the Health Packs that are in _ 


the corner: of thee room to holten your detense. 


Finally, once the compressor has been destroyed, 
have at least half of your troops fall back to the 
_ “bridge to defend it while the other half assumes 
_an aggressive front and attempts to stop the 


approaching enemies by attacking them. _ 


Key Power-up Locations Ô 
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_ The most important power-up locations involve 
the Anti-Gravity Boots and a Shield Belt. To get — 
the belt, you must have the Anti-Gravity Boots, - 
because the belt is up on the roof of one of the cars. 


Attacking 


Right off-the bat:there are two ways to approach 
the front car. First, you can simply, walk along the 


% lower level of the train, dealing. with any- enh 


that you find lede the wens 


PEN 


The match hae begun! 


The setônd way that you can approach the front 
car is to use the Anti-Gravity Boots to hop up on 
top of the cars, grab the Shield Belt, and-move 
toward the front car. The downside to this is that 
there's a pair of mounted automatic guns that!) — 
attack you as you move along the roof (alas; notk: 
ing's perfect). However, if you can.move quickly, 


__you'll.be able to run along the rooftops-of the cars 


and get to the front car in-no time, where you can 
climb the stairs to the second level. Once there, _ ; 
you'll have to hit the switch at the front of the car. 


_ This will open the door directly. below this. area. 


® 
‚… 
‚* 
Ed 
Ed 


me 


„Defending, 
Car 1 En 


tifle, which you. can use to 


agame Sättackinò with a pair of our slade is 05 
— always a good idea and this can wreak havoc at the q 
Ge drop-off Roint where the attackers ; are respawning. 


_ When the doorway t to the eenbel room is ‘open 
vols need to rush in and hit the._switch, but beware __ 
of the two pulse cannons defending the path to the 
_doorway. To get past the cannons, use a side to side 

“running technique that should allow you to dodge 
the shots. Also, charging with several soldiers will 

“often be enough of a, distraction or one ok your 
team to get past. -” js 


Ultimately, if you have someone on the roof and fs 
some troops guerding she. door to car ee yaul be able 
to fend off the enemi î ; fj 


The, attackexs are trappedinside a 
castle and must fight theif way out 
through a courtyard, hit two switches 
and break two'chains before.the path 
out ofthe castleis opened. 


Sik HIE the switch tosopen the 
ed 


De the two-chainsto open DIe 
Gatehouse;: 


2 D) Hit the switdh in the catehouse 
N to open theydoor to escape fag 
the castle. Î 


Key Power-up Locations 


There are some Thigh Pads inside the Library 8 on 
the upper level, but other than this there are no 
other armor items (or even a Keg ‘'O Health) to be 
found. There are, fortunately, a few Health Vials 
lined up outside the room with the two chains. 
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Attacking 


The first-thing you must do is enter the zoursvard 
and hit the:round switch to the right of the closed 
Library door. The courtyard is a bloodbath — expect 
to die several times trying to hit the switch, Once the 
switch has been hit and-the Library opened, the 
defenders tend to fall back. 


You must now move to the area where the gate- 
house door is secured by two chains (this-is on the 
ground floor of the Library). When you enter the cir- 
‘cular room, look up to see the two chains on either 
side of the room. Shoot the chains to open the 
Gatehousé. 


Inside the Gatehouse, you must hit the switch, 
which will open the door to freedom. Once this has 
been completed you need only make a run for it out 
the door and keep running until the mission is a 
success. 
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hen becomes to shoot themas 
they make a run V 


Victory. 
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Defending 


The key to defending this-arena is to-be sure that 
the enemy never opens the Gatehouse. First, begin 
by gathering all of your soldiers outside the castle 
door:so that you can:shoot down all the attackers as 


they exit the building. “This ís defi 


Assault mission 


When they breach the Library, fallback to the 
key choke-point in the-hallway.outside the chain 
room. This is an area that can be easily clogged with 
several soldiers. If-they can't get to the chains, they 
can't win. 


If the Gatehouse is opened, you must have all of 
your team gather around the switch to prevent the 
enemy from hîtting it. 


Ke Po er-u ocations __ Use any available weapon to break the two chains 
p y ed Pp L that keep. the door sud, then} proceed. inside the 
_ The key power-up i in this mission. lies inside the Gl A el 


Fortress near the ramp leading up. This.power-up is 
a set: of-Body Armor, which, unfortunately, is only … 
„available to the defender tl the Fortress is 
breached. ' 
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Ee Once inside the Fortress, saeuikn want. to quickly run 
to the front door and hit the switch so that any 5 
ns respawning allied soldiers ee hale the 


‘Attacking 


_ You begin with a breat assortment of weapons REE 
Rocket Launcher,Minigun and a Sniper Rifle. Pick ak 
them all up then move quickly down and around. the 
pathway. Continue dodging to avoid the fire from 7 

the turrets that and at ans. 


5 Once the front. door is amen: elis: to the top Sne 
_ make a run for the Reactor in BRE 


„You should send a pair of soldiers down the 
_narrow walkway, while the other soldiers swim __ 
nderwater. The walkway is easily defended, but 
while-the enemy is hitting your soldiers on the tn 
walkway the ones under the water si Kg ble to 
7 ab pst. D 
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When the Reactor room is open, go inside and 


shoot at the reactor core with everything you've got. 
When it's destroyed, victory will be yours! - 


Red conquered the base in 1:26 


Defending 

„“_sAlthough you can:take a platform up to the top of 
the:fortress walls, the best initial defense position is 

‚„on.the tower beside the gate. By staying near this 
area you'll be able to hold off the attackers from 
breaking open the chains. 


Once the attackers.have entered the Fortress, 
forget about the front door and get up to the 
Reactor-foom switch tordefend it. Because you have 
the height advantage you should be able to keep the 
attackers at bay as they flow.up to hit the switch to 

“gain äccess-to the Reactor Core. 
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Assault 


In the event that the Reactor room is breached, all 


is not lost. Keep Nan: and prevent the enemy 


from entering the 


actor room, you could still 
preserve a victory! ) 


OCEAN FLOOR 


This mission takes place\on a Research 
Facility beneath the waves) The attackers 
must swim down-to enter the-facility 
from entfances on its. underside. After 
this, four Computer Terminals must be 
destroyed in SENS for haak LOADEN, 
claimed. : 


Ne. AG E » 8 
er Enter the Reseafch Facility. 


WP eemins the four computer, 
Terminals, Ni 


el 


Key Power-up Locations 


__ There's a'Shield Belt and a  Keg 0 Health to be Ke 
found in the Facility, « as well as some Body Armor. _ 
Oi course, olien s: Body. Afmar at bad start point as: 
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De Herminals 2 and 3 are in thes same room, so they’ re 
ESR _ generally; the. easiest to take out. One player with a 
NEL full ul ‘of armor can do the trick for aa erris. 


Attacking 


_You begin in a room ‘thats ; packed. with good En 5 
“including armor. Pick up. everything you feel you'll 
need then dive down to the Research Facility. After. ä 
lengthy swim you can enter the Hach through one : 
of two entrances. En 


The other Terminals should be attackedì in pairs. 
Keep in mind that you need only one hit to take a £ 
: Terminal out, so if det get into; sight he shoot! 


. . 
al had 


Defending - WEE Ee 


Your first course of action will be to defend:the This is one-o 
Assault Miss 


ef 


two entry points to the facility. Once the enemy has d 

: À attackers. 5 
successfully invaded the base you'll want to-fall back oraft,: stórm en 
to Terminal 1, and bring everyone with you: This. , nkers, ‘barbed w 
Terminal is the easiest to defend in an otherwise zet inside the 
tough mission. “control room to 


7 …_ Key Power-up Locations 


There's Body Armor along the way, past the 
Boiler room breach area, including Thigh Pads. 


Attacking 


Pick up both the Minigun and the Sniper Rifle in 
the landing craft, then lean out the-right-hand side 
door and pick off any enemies in the tower in front 
of you. 


Chapter 6: 


Ultimately, you must make it up the beach, but Once inside the control room you need only fire at 
you'll not only-have defending troops in the bunkers _ the panels to end the mission. 
and towers’ shooting at you, you'll also have mortar « 5 
shells raining down on your troops and automatic Defending zn 
guns picking you off. Sar 5 


A few carefully placed snipers just in the beach- 
head opening can deal with all of the attackers as 
they try to make their way up the beach. 

\ 


Still, you've got to get inside he Béachhead if 
you're going to defeat this mission. If yoú-can; try to 
run straight through to the Boiler Room tunnel. If 
you can do this quickly you'll do‘your team a great 
favor because the boiler room:betomes the new. 
spawn. point for your.-team! 


Eventually, the beachhead sniper defense may fail, 
and, if-that happens, you'll want to:stock up with 
armor-and the Flak Cannon to defend the Boiler 
‘Room:entrance: 


Finally, if they breach the Boiler-Room entrance, 
you'll need to stand up by the control room and use 
en ; 2 the Flak Cannon to stop any group of attackers that 

Once inside the boiler room you must climb up a try to ascend the walkway. 
narrow walkway that winds around the big gun. The 
challenge here is that the entire area rocks when the 
big gun fires, making it difficult to keep your balance 
on the walkway, but this area is also well defended 
so be ready to face at least a paîrsof defenders on 
your way to the control room. e 


. . . . 


Capture the Flag is a team game that pits two 
teams head to head in a battle to capture the oppos-- 
ing-team's flag three times. In short, the first. Kn to 
grab the other team's flag and return it to theìr 


home base three times will win the match.This inter. = 


esting gaming wrinkle makes for a plethora of. 
_ strategic possibilities in the thirteen Capture. te, de Flal 
missions in Unreal Tournament. 


HOW CAPTURE THE _ 
FLAG WORKS 


„Again, you must simply get the other team’ s Îläa' 
; „änd run it back to your base (specifically, to your 
„own flag) three times before the other team does 
the same thing to you! You must grab the enemy's 
flag, make it all the way back to your flag (prefer- 
ably without dying) and touch the enemy's flagto 
your flag. When this has been done, ‘you will score. 


-Generally speaking, both team’s flags are in rela- 
tively defensible locations, making both offensive 
__and defensive strategies relevant. When a flag- 

carrier is killed the flag will stay where it falls, __ 
making it possible for another team member to.pick 


it up. However, if.a flag is touched by its own team it” 


automatically zips back to its position in the base! 


ure the | 


Assault \: 
Challenge 


As a tule, teams in el hie the Flag must häis. a 
division of labor where some members are set to 
defend the flag while the others are sent out to 
capture the enemy's flag. If all team members run 
directly for the enemy's flag, you'll probably end up 
losing because the enemy will have no problem 
finding your flags and taking them back for the 
three captures required for victory. 


. eN . 
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CAPTURE THE FLAG 
_STRATE ES 


Here's a few great strategies for achieving success 
SMER you're HAVE a atd the Flag. Mission: 


FIER 


Ze iwan have. someone Slaraiia your dp: 
That is to say, at least one soldier should be 
keeping an eye on your flag in these missions. 
Defense is very important and should never, B 
ever rbe overlooked. 


® Ditend the flag with Wenpdit: ‘that dà: a lot Î 
of splash damage. By utilizing this strategy, 2 Ö 
you can put a stop to a group of enemies that - 
rush in all at once. There's nothing like a couple 

__ shots from a Flak Cannon to take the” wind out 
of the enemy’s bold attack. - 


® Learn the “ins ri bus” of the arena 
you're playing in. This-is imperative so that 
you can not only move- effectively to capture the 
enemy flag, but also so that you can move to 
defend an advancing enemy or cut off an n‚enemy j 
that's got your fl: 


When you're playing with humans on your 
_ team, it's critical that you communicate 


with each other. This seems like.a rudimentary k 


“strategy, however, you simply must know what. 
everyone on-the team is doing or planning. 
‘Fortunately, for Unreal Tournament for the 


Ì PlayStation. 2, „this communication comes in the ° 


_ «form of opening: your mouth and speaking. 
_— rather than typing a message to a remote player 


: Jpukmajgend: ie eiste ran Af 


(as was needed i in the PC version of Unreal: 


Oe Be sure to. cover the team member that's 


either. got the enemy flag, about to get the 


enemy flag, or is returning with the enemy ï 


flag. Covering the player that has the flag is 
often just as important as actually carrying the 
flag yourself. 


©. Don't be afraid. to tina aided sniping loca- 


tion and simply “camp” there. In 


‚ Deathmatch, this is looked upon as cowardly 
_ behavior, but in Capture the Flag there are legit- 
…imate reasons for holing up in one place — most 
de importantly, it can increase pour ane of 
SRM Leem 


‚… 


®: Defend all entrances/exits to your Flag loca- 


tion. Sometimes this can be done witha single 


= soldier, but usually it requires at least a pair of 


team members to adat provide coverage 
on all ents, 


When covering the ie carrier, don't be 


se afraid to die for your team to score a point. 
Remember, there's no 'I'in_ aant: 


sr 


@ now y your attacking blade to use the 


high-end power-ups. Items like Shield. Belts. 
and Body Armor/Thigh Pads should be doled 


_ out. Especially when these players, are making a 


run for the enemy flag souming, you’ re Plaving 
in 2-4 player mode). f 


= 


‚* 
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en Power-up locations. Again, power-up 
„locations having Armor or Shield Belts are very - 
_ important. If you can control these and prevent rn BLA eens 

_ the enemy from getting to them, it’IL give you. 5 3 
„an, incredible ai antoe; = N 


_@aear out any uncertain areas that seus 
“about. to run into. This should be taken into” 
account when you're running back to your base — Ee 

…_with the flag. It's a good idea to úse a Flak 
_ Cannon or Rocket Launcher for this. Likewise, if 
„you're a being chased (and you probably. will be), 
„you can fire back at the enemy or. use a.GES- 

Biorifle to lay down some sludge. 


‘Key Power-up Locations 

The two key power-ups are the Body Armor and 
the Thigh Pads, which can be found underneath the 
rene E 4 : ramps in the central area. There's one ramp in each 
TE 5 area, and if you look behind them you'll find some 


OE life-preserving Armor. There are extra Health Packs 
s THE CAP PTURE ib THE in the water between the two bases, so if you're in - 
FLAG ARENAS BASE. _____need of a Health-fix, you should go for a swim. 


This section will give you a group of tatei for 
handling each of the Capture the Flag. Arenas. 
Although the Capture the Flag arenas all-share : a sim- 
ilar theme, there are enough differences between 
them. that the strategies remain unique. 


Ee 


Ct Bee 


‚&l 
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| Attacking 


5e Again, because there s only. one way into the 
enemy base, the attacks all tend to be-of a rather 
brutal-and violent-nature. Enemies will often huddle: 

„near the door-of their Flag Room to provide maxi- 


_mum defense. However, if they do this, you can clear 


them out by throwing i in Rocket Launcher'Shells 
(Which will sel ande the karpers). E RIDRBE, 
lagh BAREN ë 


be Suhtoïtinselien the enemy will usually have two 
stages of defense, one stage just outside the door to 
their hallway and one inside the hallway. To deal. 

with this successfully, you need to attack in force, 
deplete the enemy ammunition SORAN, and storm 
the Sn Room. 


E 
‚* 


When you're trying to run the flag back to your 
base, it's usually a good idea to avoid swimming 


“through the water. However, if you're low on health 


you can pick upa couple Health. Packs as you swim, — 
making the trip more worthwhile. Once the enemy 
flag has been secured by one of your players, you 


„must cover that player aggressively or ai likely 


get taken down from behind: < 


Brock has (ho blue agt 


Defending 


… Set your defense up in at least: two stages so that 


any advancing enemies that get close to your Flag 
Room will have already taken hits from a previous 
line of defense. Use the long hallway that leads to 


__ your Flag Room to back up and fire on the advancing 
_ enemy. ee / , 


If an enemy gets past you and into your flag room, 
you can back up toward the door to your hallway 
and create-a choke point that the flag carrier must 
past. This is usually very difficult for the unlucky flag 
carrier because they have already taken -a beating 

“just to get to your flag. 


SEPULCHRE 


Sepulchre is another very straighte 
forward Capture the Flag arêna, with 
both-sides having identical situations. 
she, defining feature of thissarena is 
‘the large room that lies-between the 
two.sides and acts as a cafmage magnet 
„dunt the-match. In order to get to the 
ot he am s flag, you must pass through 
this roek ‘and to pass through thi room 
means that_you'll be facing lots of 
kasaene hie activity. 


Key Power-up Locations 


There's two sets of Body Armor, both of which lie 
just outside the flag room for both teams. More 
importantly, there's a Shield Belt in the middle of 
the central room. If you can get the Shield Belt, both 
your Body Armor and your enemy’s, then you'll be in 
the driver’s seat. 


Attacking, 


There are a color ways you can go about get- 
ting to the enemy’s flag room. First, you can have 
your team-rush the flag room en masse, hoping that 
one ofthe team can get the flag back. This technique. 
is‘risky and leaves you vulnerable.to mass-destruc- 
tion at the hands of a Rocket Launcher, but can 
sometimes:be effective: 


The second way that you can approach the flag is 
to have your team enter and hold the central room, 
disrupting any enemy attacks as well as providing 
covering fire for your advance team. 


Send this “advance” team of one or two team 
members up and into the enemy flag room while the 
rest of your team slugs it out in the central area. If 
you can grab the flag and make it back to the central 
room, your teammates can cover you as you run 
back to score. 


You killed Farham 
Brock returas the red flag! 


. 
…* 


Defending Key Power-up Locations 

There's really two key choke points in this-arena, _ The key power-up in this Capture the Flag arena is 
and those are the doorways that lead to the central the Shield Belt, which lies in a nook that's on the 
room on either side. Ideally, if you can close off the … upper level between the two bases, 


enemy’s entrance-to this central-room you'll not only. 
prevent them from getting to your flag but you'll ; 
control two of the three armor locations (Shield Belt ” 
and Body Armor). 


8 
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Attacking 
I's important to attack the enemy base in two 
Of course it's alwäys a good idea to keep at least quick wäves. The primary wave should clear out the 
one soldier in defense of the flag.to prevent any enemies and it will then be up to the second wave 
sneaky enemy from getting at your most prized pos- __ (or player) to pick up the flag and get the heck out 
session. of there! 


There's-a very real risk of falling off-of the flag 
area to your death, so ensuring that there aren't any 


En) in E R NAL ee AVE enemies around with Rocket Launchers is important 


This is the first unbalanced (in terms in this arena. 
of layout) Capture the Flag mission 
you'll come across in Unreal Toürnament: 
En both cases, Flag defense is telatively 
“easy because of the long-falls. that. await 
anyone that strays off of the natrow 
ramps around the flags. While the flag. ; 
positi ons” are tough to attack,sthesafea 
between the two bases is a maze of 


tunnels that make a. flag carrier, 's escape 
relatively easy: vib 


. . . mn 


When you have the flag, it's usually best to return 
to your base through the upper route rather than 
the lower route, mostly because of the power-ups 

„that litter the route. 


You can also attempt to jam up the crossroads 
(central) area of the-arena, but as a rule it's too large 
to successfully control it in a dominating manner 
and, even if you manage to, your team will not have 
the-resources to go.after the enemy’s flag. 


If you fall off of the ledge 
with the enemy Élag-in your 
clutches, it'll return to the 
enemy flag position, even if 
you fall off the ledge right 
beside your base! 


Defending 


As mentioned in the Attacking section, the flags 
are both on narrow walkways that have precipitous 
falls on either side. To defend yòur flag, you can sim- 
ply keep a handy-dandy Rocket Launcher close to the 
flag and blow any enemies off the pedestal. 


FACING WORLDS 


Facing ‚Worlds is an interesting Capture 
thevFlag Arena because it feattres two 
darge fortresses separateâ;by a long 
forked- path between them thats entirely 
open. There are also sniper-perches high 
up ofpeach of the fortresses, makingsthe 
trip along.the path between thestwo 
bases quite perilous, 


Key Power-up Locations 


There's a Keg ‘O Health in the middle of the path- 
way between the two bases, but of course it only 
materializes occasionally. There's also a Redeemer in 
each of the bases, but these are difficult to get to, to 
say the least. 


Attacking 


As you're running between the two bases, you 
must bob and weave as much.as possible because 
you'can-be sure that there's a sniper at the top of 
the enemy base just aiming at your head. This, how- 
ever, can be offset by your own sniper, who can con- 
centrate on either.clearing out the enemies on the 
pathway leading to the opposing base or the enemy 
snipers on the top.of the enemy base. 


Because the Redeemer can be aimed after it's fired, 
you can use it to literally blow-out the entire ground 
level of the enemy base just before a strike team 
arrives to grab the flag and then boogie on back to 
their own base. ; 


When a flag carrier is en route back to your base, 
it's critical that he/she has an entourage, not only 
provide cover but also to pick up the flag if the 
carrier gets sniped. 


Defending 

The first thing you need to do is put your best 
sniper up top and have them constantly blowing the 
heads off of any enemy soldiers they lay eyes upon. 


Since there's only one path into your base it's a no- 
brainer as to where your sniping priorities will lie. 


Even though a good sniper can keep an on-rushing 
assault at bay for quite some time, usually one or 
two enemies will crack through and get into your 
base. To prevent this from happening, you should 


‘have a pair of soldiers out on the pathway between 


the two bases establishing dominance and keeping 
control óf the Keg ‘O Health power-up that will 
appear. 


CORET 

Coret“ is an abandoned moon basesthat 
ds chock full of complicated-passageways 
and rooms. Instead. of getting snipers 
lined up tò prevent and enemy onrush 
vou'lfsbe fighting yard by yard as you. 
push towarä the enemy flag location in 
this Capture-the Flag arena. 


mn 
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Key Power-up Locations 


A Damage Amplifier sits in the middle room 

À between the two sides. Obviously this item 

piece. of the puzzle when it comes to strikir tl 
enemy base location because a player with.a 

Damage alek is deadly indeed. There! Ss also 


/ ‘Because there are two routes into the: enemy. base 

7 „you can surprise them with a.double-pronged attack. 
—_ However, this will leave your own base lightly 

are > defended, but if you have the Damage Amplifier and 

5 Attacking REA En 4 Body Armor you'll likely be keeping enemy soldiers _ 


Â PAR hi 
The maze of corridors í in Coret tends to give de zatt geeunlad: gs ven attack (which is IE pbk gtelise)… 


_attackers the advantage because they can storm the : 
enemy base using multiple paths. (which is difficult 
to defend against). Gain control of the central.cross- 
roads so that you can have access to the Damage : 
atas when ie comes up. “ 


5 After you've grabbed the enemy 's Kila. you Should” 
_probably return to your base. via the central room 
_ because it's a little more dieet and a fast route back. 


Defending 


In, this situation, a good defense'is an even better ; 
offense. Controlling the céntral area, the Body Armor 
and the-Damage Amplifier will be your best defense; 
Remember that any enemy that:has the Damage 
Amplifier can lay waste to your troops with just one. 
well-placed Rocket Launcher shot, 50 maintaining 
control of this power-up should be paramount in 
your defensive strategy. 


zee | 


GAUNTLET 
Although. the two bases are not exactly 
the-same in this Capture the Flag 
mission, they are certainly balanced well 


so that no one team has an advantage. In 
mission the two sidessare divided by 


this 
a Gentral-area that has an overhead 
walkway. To get Out of the enemy's-base 
(ox more importantly to get intorit) you 
must. quitesliterally run the Gauntlet! 


Key Power-up Locations 


There's Body Armor near one base, and Thigh 
Pads near the other, while a Shield Belt lies waiting 
in the central lava room. The other power-ups are 
weapons and include the Flak Cannon, Rocket 
Launcher, Shock Rifle, Minigun, and Ripper. 


Attacking 


The key. to this level is to storm the enemy tha 
room and get inside. Because there’ s only one 
entrance to the flag room, this can be difficult, but 
once you'tein one of your team should be able to 
grab the flag. 


Once you have the flag you-have two choices, you 
can turn around and go back out the-way you came, 
or you can hop into the one-way teleporter that's 
beyond the enemy flag and get a head start on your 
escape. Of course, if your adversaries know their 
stuff, they'll likely fall back to guard the teleporter 
once you've successfully taken the flag. 


. . En En 


As with all arenas that have a key power-up in a 
central location, the Shield Belt in the lava room is 
definitely worth keeping control of. The Shield Belt 
alone can give a nimble soldier all he or she needs to 
grab the enemy flag and make their escape back to 
home base. 


Defending 


Maintaining control of the central area will help to 
keep the Shield Belt power-up away from the enemy, 
and thereby make defense a little easier. Otherwise, 
since there’s only one entrance to each Flag Room, 
youcan certainly guard the room with a Flak: 
Cannon. ‘ 


If an-enemy breaches-the room and grabs the flag, 
have at least one team member fall back and prevent 
the flag carrier from using the one-way teleporter in 

“your flag room. If they use this, they'll get a head 
start on getting the flag back to their base! 


° on Ë Fi 
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This is another. claustrophobic arena 


that takes place entirely indoers «and 
Has many corridors and” dark. rooms. The 


“difference between prearysard Sòme of 
the other Capture the Flag. missions ie 
reary. has multiple routes” ge 


Key Power-up Locations 


The key locations in the Dreary Outpost revolve 
around the Shield Belt (what a surprise), the Body 
Armor, the Thigh Pads, and the Anti-Gravity 
Boots. There's a Flak Cannon in each of the Flag 
Rooms, making defense a little easier. because you 
don't have to go looking for a weapon. 


Pe 


Press Fire to start. 


Attacking 


Attacking the enemy Flag Room in a group with 
lots of Armor on board is the best bet. Once you 
grab the flag and begin the trek back to your own 
Flag Room, it's a good idea to have the Anti-Gravity 
Boots in your inventory because it’Il allow you to 
make jumps between the two levels that the enemy 
that's following you most likely won't be able to 
match. 


. 
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Control of the power-up locations (via the “a good 
defense is a good offense” strategy) so that the 
enemy will not have an armor advantage on you. If a 
pair of enemies:enters your Flag-Room with full 


This arena has plenty of great : 
wenn ease ene mek armor, your defending soldiers will have a hard time 
holding their own. 


Cannon that's in every Flag 
Room. A team of attackers 
armed with Shock Rifles using 
the-secondary attack are a 
force to be reckoned with to 
be sure. 


LAVA GIANT 


Perhaps the largest arenain the 
Capture the Flag missions, thesLava 
Giant corsists of a large Töeky island 


Try to gain control of the power-ups near the Eloäting in a sea of lava. There are two 

enemy base. If you can do this you'll take the wind ee sed house each 05 Br En Ber: 
these fortsare on either side of the 

out of their sails and be able to defeat them based verni On tezatvias be A jarte 5 


on your superior shielding. mountain. The only way across the 
mountain iesthrough one of many. tunnels 


Defending that pass tärough to-the other” Len 


If you keep at least two soldiers in your Flag Room 
equipped with Flak Cannons you should be able tó y 
repel all but the most ferocious attacks. You can also Key Power-up Locations 
put an extra defender (if you want to spare another £ hièid Bäl 8 
player) on the balcony outside the Flag Room to help id: ak here from Shield Belts, to a Keg 'O 
chop down any enemies attempting to breach your Health, to a Damage Amplifier and a Redeemer! 

All of the kick-butt power-ups are located in the tun- 
defenses. R 5 

nels (or nooks in the tunnels) in the central area of 

the arena 


ì 
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Attacking 


Attacking in a spread formation is often the best, 
that is to say that each attacker should act independ- 
ently, taking a different route to the enemy hase. 
Once at the enemy base, you can either run-in 
through the door at the back of the base (boring), or 
use your Translocator or Anti-Gravity Boots to hóp 
the wall (much cooler). 


Defending 


The fortress is actually quite easy to defend, espe- 
cially if you keep the Redeemer away from the 
enemy! Put a sniper in each turret and keep a pair of 
your soldiers attacking and picking up the main 
power-ups in the central areas. 


The difficult aspect of approaching the enemy fort 
is-dodging the enemy snipers. In a game with plenty 
of players (human or otherwise) the enemy base can 
be very well defended from-the sniper turrets. Using 
the Redeemer to-blow the heck out of the base can 
give you the few extra seconds you'll need to pene- 
trate the fortress walls and get to the flag! 


Not surprisingly, if you can pick up the Redeemer 
and keep it at your base you can both stop an all-out 
assault and prevent the flag from getting across the 
mountain range. If an enemy grabs your flag and is 
heading back, use your Redeemer to, well, redeem 
yourself! 


Getting the flag back can be hair-raising because 
the distance you must travel is so great. You'll need 
plenty of ‘cover to make it work! 


Eey . 


A * 


Key Power-up Locations Defending 


In, the Red Base, there are both Body Armor anda To defend the Red Base you should have at feast 
Keg ’O Health power-ups in a crate, while the Blue one player sit in the tube by the Red Flag as a pro- 


Base, has the same thing. In between the two b tecti ive measure. Otherwise, like. âlways, a good 


ffe zl Ee to be the best defense goÎng. 


Attacking 


_One player should. grab the Keg. Helt änd 
Body. Armor near the home ba: 5 pla : 
should then follow a pair of o othe 
enemy base. When the vanguard i age the enemy 
near the enemy | Ì ayer with 


To defend tú e Blue Base you head tllkep control 
of the pow up locations, attack aggressively, and 
keep solid C tel of the switchback staircase that 


crates to wait for an opposition 

and attempt to get the flag, at 

can be blasted into the toxic water. 
4 ï B 


A 


_ You'll have” din E] rather long witch stäii= a Ts 
case to get to the Blue base, and to get the Red _ e, \ 
base, you'll have to'make it down the “tunnel of ik 
-death” (the pipe that leads to the Red Flag) and get 5 
_ past any snipers that are waiting. Of course, if you 
can get the Keg ’O Health or Body / Armor at the 
_enemy'’s base as it spawns, you'll hoes good 
shape to in the is back to Re base. 


ng the Heren 
runners. 


Key Power-up Locations - 

A single suit of Body Armor in front and below. 
the Blue base makes up the most critical single item 
to maintain possession of. Both bases have a twin 
pair of Health Packs in front of them, but with the 
scarcity of armor, and the short distance between the 

flags, holding the armor is extremely important. 


eri Ie (eeste the Flag 
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Attacking, N 


As the bases are mót identical, your tactics will be - 
slightly different depending on which team you 
joined. If you are attacking the Red base, you'll have … 


5 single ramp to charge up, then a choice of a left or 
_ right entrance to the ‘Flag room proper. 7 The Red base 
_ has the Rocket Launcher at the bottom of the base, _ 


and the Shock Rifle in the flag room, meaning you- 


; will often be facing a barrage of nasty suppressive 7 


fire while attempting to make your way. Újk the 


E ramp. an 


__ The Blue base has a twin set of ramps leading up 
_to the flag room, which also has two entrances, 
‘directly at the top of the ramps. Either direction 
_ gives you an equal chance of getting in safely (or 


eating a rocket in the face), and once you're in the 
Flag room, you'll have to drop into a small pit to 
grab the Flag. 


You'll have to run out of the pit to the left or 
right, up a short ramp, giving defenders time to fire 
on you while you attempt to get away. You may 
have a better time sending in a team member to dis- 
tract the defense, then moving in yourself. If you 
have been monopolizing the armor, you should be 
tanked enough to survive their attacks, and you can 
run in and out quickly, epetjally if eu grab the 
health on the way out. 


Defending 


Both bases have decent defensive potential. While 
the Red base has but a single choke, once it has been 
breäched, there is:no place to fall back too — mean- 
“ing defenders will often have to scramble to recover 
a grabbed flag. ‘Guarding the- single ramp up to the 


Flag room, or the two side passages that lead to the * 


ramp are both possibilities, eng on your 
arlie choice. OE 


Yeu killed Kragoth 
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_ The Blue base has more overall area, which is good 
as it allows for more defensive flexibility, but bad in 
that the enemy offense has more options when rùn- 
ning the flag out. Between the two ramps leading up 
to the Flag room is an overpass that leads back toa 


Flak Cannon — waiting atop it and firing down ‘on - 


incoming attackers is a decent tactic. 


If you want to play defense farther back in the - 
‘base, set up camp near the Flag pit and let attackers 
drop into the pit, allowing you to barrage them from 
above, You can use the Minigun just above the Flag 
pit to good effect in this open area. Both positions 
give you a height advantage, which is tough for 
attackers to deal with. Also remember that the 
armor is on your side of the map — don’t let the 
other team take it from you. 


Key Power-up Locations 


Two sets of Thigh Pads and a suit of Body Armor 
allow you to get pretty beefy before you make an 
assault or a long flag run home. The pads are located 
in the back of the Flag rooms, in the top corner, and 
the armor is in the center of the map. Four sets of 
paired Health Packs, one set in the upper corner 
behind the Flags near the pads, and one set at the 
lower entrance to each base. N 


a pe - e 


Attacking 


As the bases are identical, your attack strategy will 
be the same for either team. The flag is located-up___—— 


on a bridge which can be jumped to from behind (if 
you took the upper route into the base), or walked 
up to from below (more dangerous to be sur). 


When you are running through the central area, 
decide if you're going to attack from below or 
above. Taking the high road is generally ‘safer, as 
you'llbe able to pick up some. health and armor on 
the way in, and jump. to the flag and Jem to get. out 
of danger quickly. ; ta 


Be sure to-pick up the Body Armor in the center 
of the map before you-make your run, and keep it 
away from the enemy team as much as possible. 


Defending. 


_Hold the high Pra and let the enemy come to 
you. “You'may want to play either in the-Flag room 
tself, or out in the center.on the high ledge over- 
looking the middle, because remaining in the base 
can leave you open, to any attacks from the high 
road. 8 ; 8 » 


With a Minigun, and Rocket Launcher available Da) 


right in the base, you can mount an effective 


defense within seconds even if you were just 
fragged. You. may want to make a trip to the center 


and pick up the Shock Rifle — its combo attack can ES 


be quite handy for nailing anyone coming within 


spitting distance of your flag. 


Kéy Power-up Locations 
- On the top. level there are 2 ‘sets of Rocket 


Launchers ‘and Ammo as well as Thigh. Pads. There 


are Shock Rifles in the-Flag rooms of each team too. 
However, for defensive purposes, there's a Sniper 
Rifle in each Flag. room in a little alcove on the wall - 
opposite the flag. The middle area is the area where ° 
the different weapons lie. The very center of the 
map has Health Packs and Body Armor on the 
defensive side, The corner. closest to the red team 
has a Biorifle ‘and the corner. directly opposite of … 
this has the Bie Gun on the Blue: team's s ne: 


mike 


Attacking 
_—_ The symmetrical build of this map will allow play- 
ers to utilize the same strategy from either side. The 
easiest way to attack a flag is simple diversion. Send 
a bot (or your partner) toward-the flag on one level, 
while you take the other. This is one of those rare 
instances where it's s strategically sound to make an 
all out attack. The opposing team won't be able to 
sneak by you unless they kill you. 


translocate up there and the perch is yours. 


®) 
‚| 


The diversion will have the other team either split- 
ting their own resources or leaving themselves wide 
open from the unguarded direction. The Rocket 
Launcher, as is often the case, should be snagged as — 


‘soon as. possible. Not only i is it good for long range 


pummeling, it can also be put to good use once the 


Ee high ground is obtained afd controlled. N 


id 


Defending 


With the two entrances to the Flag room, there's 
really only one position that will-allow you to keep 
an eye on both, the alcove with the Sniper Rifle. It 
sits perfectly above the entrance to both levels. Just 


Once again, for Sniper enthusiasts, there is the 
central area that you can translocate up to onto a 
pair of iron girders. This allows only a partial view of 
the first floor, but a great position to.defend in. 


. . . … 


The high ground will probably net you more kills 
defensively than the first level would. Consider this a 
prime alternative if you simply want to rain rocket 
grenades down on the heads of your enemies. 


one of ‘the more intriguing maps in the 
gare, Sundial offers one path from î 
“either base to the other. This is truly 
aslevel where the. maximizatton ofthe 
terfitoryewill make or break you. If gou 
know the map well, it Will be your” 
Eriend; otherwise, it's your worst enemy: 


Key Power-up Locations 


There are good weapons’in-each Flag room (a 
Biorifle and Flak Cannon for starters). Standing at 
the flag and looking up, there's a little ledge. Upon 
that ledge is a Minigun and one of the prime spots 
to take out your opponents.In the central room is a 
Rocket Launcher, the key weapon that will have 
much-blood spilled in an attempt to claim it. 
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Attacking, 


The best tactic here would be to take advantage 
of the thick terrain and multiple levels. Take your 
Flak Cannon with the first chance you get and go 
after the Rocket Launcher. The middle section will be 
a-battle royale and.you should gain the peper hand 
as soon as possible. 


When leaving either Flag room, be ready to battle 
because there is almost no cover in the central room. 
This is the area that you need to speed through to 
gain the advantage of the cover in the corridors once 
again. Using the Flak Cannon or Rocket Launcher will 
create a better chance for you to gaïn that tactical 
advantage. There is enough terrain to offer good 
splash damage with a couple of good shots. 


The last thing to keep in mind is that the Flag is on 
an upraised platform with ramps leading up either 
side. Pick one of those sides and concentrate all of 
your fire on it. Be careful of the few good hiding 
spots that defenders will inevitably be in while you 
make your run for the-flag. 


Deterding 


- Thisis a relatively easy level to defend. There are 
three key areas to position’ yourself to cover-your 
compatriots and keep the enemy out. To begin, the … 
ledge where the Minigun is located is a prime sniper 
point, especially. with that Minigun. Not only is the 


flag itself visible, but both ramps leading up to it are st 


as well. With either weapon locäted in the main Flag 


room, you should be able to defend that flag easily. 5 


Another prime spot is directly underneath the 
ramps leading from the central room into the base. 
Keep your. back planted against the post and wait * 
for some unsuspecting fool to come tromping in as 
stealthily as they’d like. Then it's your turn to. show — 


gem What true stealth is-all gou Ei & DE 


The la Soar to mount a : 68 detetaa. is mé 
doorway to the central room. This is a little open for 
a choke point, but it does allow you a great view 5 
the only path that the enemy can take to get in. 
Secondly, it offers relatively good cover and the 
availability for a quick retreat so that you can fall 
ige and tegraup in one 8 brakt spots. 


… 


… 
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Give: gou an, immediate victory 
in the current level 


ARE Y OU GO ING TO LET 


Frag or be fragged, it's as easy as that. Do you 
think that the Sniper Rifle will help you if you 
don’t know where the prime snipe location is? This 
guide has all the resources that you’ 11 need to go- 
on that rampage.- Be tested om new levels created 
only for the PS2 release! Find it all here! - 


Grab that Redeemere ee 
gou ‘11 need it! 


KILLER STRATEGIES: vou are going to be facing 
the toughest and smartest bots ever seen.in a first 
person shooter, plain and simple, These strategies 
will help you beat them into submission...3s it Cen 
be. 7 

WALKTHROUGH: Alt.the missions are revealëd 


with detailed descriptions of tactics, terrain 
and item locations. 


CHEATS: They're so bad-that they're good— 
and they re all inside. Find out.how to get 
God Mode, Infinite Ammo and more. 


WEAPONS: Are you the kind of warrior that 

wants a guided nuclear Redeemer or a Sniper 

Rifle? Regardless of your preference, they re 

all listed with weapon specific strategies for 
tuation. 
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